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The King is dead. 

It was somewhat of an open secret 
that Jack Kirby suffered poor health 
in recent times, so while his recent 
death wasn’t exactly a surprise, it 
was certainly a sad and inevitable 
sign of the passing of an era. 

Kirby was, for me as for so many, 
the revitalizing force that drew me 
back to comics, energizing the 
artform and, along with it, the 
ambitions of new generations of 
creators who in turn have cranked 
up comics to a fever pitch. 

Kirby gave us all a new lease on 
life. And now he’s gone. 

But his work — ah, his work! — 
lives on. His art is alive. It vibrates 
with life, bursts from the page, looms 
even Jarger than life. 

There will be no tribute issue of 
this magazine dedicated to Jack 
Kirby. The very existence of COM- 
ICS INTERVIEW is, itself, a tribute 
to him. And I have always felt it 
better to honor the living while they 
are around to appreciate the 
acknowledgment. Iam happy, there- 
fore, that we were able to give the 
man his due in our recent issue 
#121, devoted to an appreciation of 
his art and influence by anumber of 
esteemed fellow artists in the comics 
field. 

Kirby will live forever — glori- 
ously — in his work. 

Long live the King! 
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From Dark Horse Comics, 
STAR WARS: DARK 
LORDS OF THE SITH, Art 
by Chris Gossett & Mike 
Barreiro. 


s the 1970s retro revival takes 
(a) hold across the nation, people 

begin looking back to those 
turbulent times. The fashions, styles, and 
politics return to popular culture’s 
consciousness. However, one aspect of 
the ’70s which has not gone out of style 
on many fans’ minds is STAR WARS. The 
archetypal space fantasy that influenced 
a generation has never really been gone, 
despite the last film in the series having 
been released over a decade ago. Dan 
Thorsland of Dark Horse Comics hasn't 
forgotten STAR WARS either. As the 
editor of the STAR WARS line of comics 
at Dark Horse, Dan is bringing the 
popular universe back to comics 
readers’ attention with Dark Horse’s 
variety of striking projects based on the 
film series. Breaking into comics 
working on the editorial team of DC’s 
Superman titles, Thorsland is intimately 
Samiliar with working with characters 
that are almost mythological in nature. 
As Lucasfilm gears up to resume the film 
series, Thorsland and his team of 
creators at Dark Horse are working to 
flesh out the STAR WARS universe and 
craft a rich history with the kind of 


graphics that readers expect. It almost 
seems like STAR WARS was never really 
gone... 


VITAL 
STATISTICS 


Name: Dan Thorsland. 

Age: 29. 

Place of Birth: Tuxedo, New York. 
Currently Reside: Portland, 
Oregon. 

Education: Three years of college 


at the School of Visual Arts. 
Greatest Influences: High 
velocities, Ben & Jerry’s Chunky 
Monkey ice cream, Jack “King” 
Kirby, and Robert E. Howard. 
Books Currently Reading: FAST 
SOFA. 

Dream/Aspiration: Keep doing 
what I’m doing ‘til I drop dead. 


MARK LUCAS: How do you account 
Sor the revived interest in STAR WARS? 
DAN THORSLAND: My hopeful and 
idealistic side thinks that, because of this 
country’s political climate being so close 
to the way it was when the first film came 
out, people are looking for that hope 
again that the film really gave everyone. 
When you think about 1977: Jimmy 
Carter is in office, the economy’s in the 
tubes — you’ve a Southern Democrat in 
office and Clinton’s almost got the same 
approach as Carter did. People were just 
kind of drifting. There was a big dead 
space in terms of culture. For me, as a 12- 
year-old kid at the time, I had no idea 
what the future would hold. The thought 
ofa force or fighting the Republicans, the 
bad guys, is kind of what the Empire is: 
Nazis-cum-yuppies (they fall into a lot of 
classes like that). It was a very en- 
thusiastic hopeful film in a really bleak 
time for this country. A lot of people saw 
everything spiraling down into the vortex. 
I think the same thing is happening now. 
People are really worried about whether 
or not they’ll have jobs or whether or not 
their kids will have jobs, all of these 
crises in terms of the country splitting 
into these tiny cultural fragments, and so 
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es 
mouths over the last year of Marvel’s STAR WARS”” 


“Five years ago there was still a bad taste in fans’ 


many people hating so many other people 
who just happen to live on the other side 
of the street. Again, it's that symbol of 
hope, that beacon of hope. If you just get 
{touch with something, it might all work 
out, Some spirituality, 

It's just damn fun! 

‘On the other sido, the pragmatic side, I 
think there is @ certain amount of '70s 


retro going on now that’s very fashion- 
able. It brings to mind the fact that 
nothing new has been done with STAR 
WARS for a long time. People are getting 
hungry. They miss it — I know I did. 
When DARK EMPIRE came out, I was 
working at DC and I just went nuts. I was 
so happy to see it, [love STAR WARS and 
there was nothing new: no books, no 


nothing. 

MARK: How did Dark Horse become 
involved with the STAR WARS books? 
DAN: We basically convinced everybody 
involved with DARK EMPIRE that we 
would publish it. At the time, it just didn’t 
seem like Marvel was moving as fast as 
Lucasfilm and Tom Veitch and Cam 
Kennedy wanted them to, in terms of 


STAR WARS: DROIDS (from DARK HORSE COMICS #17) by writer Dan Thorsland, penciller Bill Hughes, inker Andy 


XOB,,, MOB! GET 


UP-= HE'S 


Wan: 


Mushynsky and letterer Bill Pearson. 


THE DEADLIEST 
DROID IN THE 

GALAXY,,, LOOSE 

IN MY STATION! 
WRETCHED 
MACHINES! 
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YOUR LITTLE FRIEND IS 
HELPING THAT STEEL- 
PLATED KILLER. 


getting the book published. And, no one 
seemed to have as much an interest as 
Dark Horse had. At that point, and still 
now, a vital part of our company is doing 
successful movie tie-ins. Basically, Mike 
Richardson convinced Lucasfilm and 
Tom and Cam that it would be much better 
here. Lo and behold, it was a gigantic 
success. Mike was right. Again. So, it 
ended up here. Lucasfilm is really happy 
with the way things have gone and the 
way TALES OF THE JEDI has gone. 
We're going to be developing it into a 
pretty big license for us over the next 
couple of years. 

MARK: Why now STAR WARS? Why not 
five years ago? 

DAN: Maybe five years ago Dark Horse 
didn’t quite have the pull. I think it may 
not have been as successful as a comic 
five years ago because there was still a 
slight bad taste in fans’ mouths over the 
last year or so of the Marvel STAR 
WARS books. People didn’t seem to like 
them all that much. They seemed to 
become less and less popular. I suppose 
there wasn’t that ravenous need for new 
STAR WARS material that there seems to 
be now. Why Dark Horse has the pro- 
perty now and why we’re doing it now is 
because we just weren’t big enough as a 
company to do ALIENS and PREDATOR 
and STAR WARS. Five years ago, Dark 
Horse was a real fledgling company. We 
had just made it onto the scene with 
ALIENS. It was about all we could 
handle. It also takes money and staff and 
a lot of overhead to produce these books. 
MARK: How do Dark Horse’s STAR 
WARS books differ from Marvel's? 
DAN: It’s the same way that most of our 
books differ from Marvel’s and almost 
any of the larger companies — our 
development time is much longer. I know 
that first-hand. I’ve been here going on 
almost two years. If I had put out these 
few books at DC, I would’ve been fired. 
They’re large companies who’ve been 
around for awhile publishing on a 
monthly basis. That’s what their market 
is and that’s what people expect from 
them, They do it in a different format. I 
wouldn’t go so far as to snub them or say 
that the books aren’t as good, but Dark 
Horse is known for doing stuff on heavier 
paper stock for a higher price with more 
sophisticated color separations and a lot 
more research and care and feeding. 
That's part of the reason why larger 
comics companies don’t do as many 
licensed books. In comparison, it takes a 
lot of time to put together a STAR WARS 
book. You have to run it past a lot of 
people at Lucasfilm. They look over 


comics 


Dan Barry, long-time FLASH GORDON 
artist, tackles the character of Han Solo 
on a Topps trading card. Barry’s 1950s 

art can be seen in current issues of 
COMICS REVUE. 
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Cover©1974 Marvel Entertainment Group. 
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“Fox didn’t grant much leeway in early days, but 


everything. You have to coordinate it and 
make sure a STAR WARS novel does not 
eootradiet a STAR WARS comic which 
does not contradict a STAR WARS radio 
play or video game, You have to look at 
the massive wads of reference and glean 
the real continuity from it, To do that 
takes « lot of load time, | think that’s why 
the Dark Horse books have been a hit. 
We've paid attention to that lead time, 
tried to get them right, and tried to stay 
close to the feel of what a STAR WARS 
should be. 

MARK: How much respect does a 
writer need to hold towards the 
characters? Does Lucasfilm or Fox 
grant you a lot of leeway? 


DAN: | understand Fox did not grant us 


all that much leeway in the early days, but | 


over time they’ve come to not only 
respect us but borrow from us a bit in 
terms of what we’ve done with the 
ALIENS license. I think the same thing is 
happening with STAR WARS. You have 
to convince somebody. This is an 
extremely important property for Lucas- 
film. It is something that is vitally 
important to George Lucas himself. If 
we’re going to go out and have C3PO ina 
dress and running around with an Uzi, it 
might upset them a little. We have to 
convince the licensor that we know what 
we’re doing, that we’re trying to remain 
faithful to their vision. Oftentimes, 


Below: the cover of Marvel’s STAR WARS #11, mid-1970s by Gil “Sugar” Kane. 
Next page: Al Williamson’s cover from Dark Horse’s “classic” collection of the 
STAR WARS strip Al created with writer Archie Goodwin. 
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licensors don’t necessarily have their 
vision on paper. It isn’t so simple as 
having a story bible for us to look at. Film 
is not done like television in that there’s a 
story bible for the characters. You have to 
interpret it from the source material. If 
you interpret it right, they’re happy and 
they give you a little more leeway. For the 
most part, we get a lot of leeway in some 
areas and very little in others. 
MARK: It sounds a lot like STAR TREK 
and Paramount. 
DAN: Paramount is a little different. 
STAR TREK was a TV show. Gene 
Roddenberry had bible after bible, a lot 
of stuff, because a rotating group of 
writers worked on each of those episodes. 
There’s more of the “official” source 
material. Paramount, realizing that this 
was a vital property for them, tried to 
stick as close to that as possible. 
Roddenberry himself, up until the day he 
died, and his personal assistant were 
approving every single script that DC 
published in terms of DC Comics. 
Unfortunately, George Lucas doesn’t 
have the time to read every single script 
we send down there. But, his assistants 
and the people who work within 
Lucasfilm approve it for him. In the end, 
he probably reads everything we publish, 
because every once in awhile we’ll get a 
card or a note. Tom Veitch was down at 
Lucasfilm at one point and just happened 
to run into George and asked if he liked 
the comics. George said they were great. 
That’s as much feedback as he can get 
because Lucas is very, very busy. 
MARK: Is there anything really off- 
bounds? 
DAN: It’s mostly where we can’t go, 
timelines we can’t use or characters we 
can’t alter beyond a certain point at 
certain times. It’s obvious that George 
has something very definite in mind for 
the next series of films which take place 
before A NEW HOPE (the first STAR 
WARS film). We just can’t go there. They 
aren’t going to tell us specifically what it 
is (this is probably going to be one of the 
best-kept secrets in Hollywood until 
these films come out, or at least in Marin 
County). You can kind of see what the 
next batch of films are going to be from 
where we can’t go, from the negative 
space. We definitely nibble at the edges. 
Every once in awhile you’ll get some- 
thing that doesn’t make complete sense at 
the time but obviously makes sense to 
them; there’s a hidden agenda there. “You 
can’t do this.” They’ll get really specific 
about not visiting a certain planet at a 
certain time or at all. Or, not introducing 
any more characters from this race. It’s 


nearly as challenging as Paramount. 
Paramount likes for Captain Kirk and 
Jean-Luc Picard and all the characters 
that are introduced in the TV show to be 
the stars of their comics. Lucasfilm has 
been really generous with us in letting us 
come up with our own characters, which 
most licensors don’t like all that much. 
They would rather us keep pushing 
Robocop and Ripley (from ALIENS) for 
as long as she’s alive, basically keep 
pushing the main characters of the films 
so that they can parlay that license into a 
toy line. Lucasfilm doesn’t try to do that 
with us at all. They give us a lot of 
leeway. Make up TALES OF THE JEDI. 
Go 4,000 years in the past and make up a 


whole social system, whole worlds. 
That’s great. As long as it behaves and 
sits within the same social, economic, and 
political structure as the rest of the STAR 
WARS universe, you get a lot of free 
rein. The person who’s directly in 
charge of the license at Lucasfilm 
encourages that, if anything, which is 
terrific. 

MARK: Can you chart the future 
unhindered? 

DAN: Almost. DARK EMPIRE you can 
do almost anything you want with. Writer 
Tom Veitch has done such enormous 
amounts of reference and research that I 
don’t think I’ve even seen everything he’s 
looked at.He has a pretty free hand with 


they’ve come to not only respect us but borrow from us” 


the material and does almost anything he 
can. It shows. We’ve introduced a lot of 
characters. We’ve re-introduced Boba 
Fett. We’ve re-introduced the Emperor 
several times. We get a lot of freedom 
with that. 

MARK: Are the readers taking to the 
new characters? 

DAN: Yeah, they have. That was 
something that was really pleasant about 
TALES OF THE JEDI. It’s been an 
enormous success with the fans. I get ten 
letters a day from that book. Very few of 
them are negative. I got one or two people 
who said that without Luke, Han or Leia, 
this comic is like CONAN without Conan 
the Barbarian. I disagree wholeheartedly. 
Most of the fans, however, love it. These 
are characters that these guys made up. 
Not only are they exploring when the Jedi 
Knights were strong and great, but they 
can kill. They can change them. They can 
throw them to the Dark Side. They can do 
anything they want with these characters. 
The possibilities are endless. They’re 
very excited about that. It’s fun. There’s 
still light sabres, there’s still the Force, 
there’s still the background elements that 
make STAR WARS a tremendous amount 
of fun. We also have that x-factor that we 
can do anything we want. We can blow up 
planets. We can do tremendous wars and 
change characters any way we want. 
They seem to be excited by that. 
MARK: What do you think it is about 
STAR WARS that adapts so well to the 
comics medium? 

DAN: The fun thing about STAR WARS, 
and in a way it doesn’t adapt that well to 
the comics medium unless you split it up 
into pieces, is that STAR WARS covers a 
lot of ground in terms of theme. There’s a 
lot of humor. There’s a lot of action and 
adventure. There’s a lot of spirituality 
and drama. It’s not hard-core science 


Siction but there’s a lot of invented 
science fiction, there’s a lot of invented 


alien races and worlds. Every time 
there’s a scene change, they always try 
for the most fantastic setting they can 
find. It’s very big and very grand. That 
translates well into comics because, if 
anything, Lucas at the time was trying to 
create something on film that could not be 
created on film and could not be created 
in reality, which obviously had been the 
domain of comics as a visual storytelling 
medium up to that point. He wanted to 
make a movie that looked like it had an 
unlimited budget. He wanted to build 
entire worlds for scenes to take place on. 
Through the magic of state-of-the-art 
special effects, he did it. In comics, we’ve 
been able to do that for years. So, that 


[| STARWaRS | 
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“Does anyone remember NEW GODS or Kirby’s The — 


element translates really well. The 
larger-than-life operatic grand feel that 
particularly the second and third films 
had in terms of the characters, Luke's 
struggle against the Dark Side and trying 
to go to the Light Side, and his whole fight 
with Darth Vader at the end of THE 
EMPIRE STRIKES BACK is classic 
comic-book material. A grand villain 
against a down-trodden hero. 

MARK: So comics influenced STAR 
WARS which influenced comics again. 
DAN: When you think about it, does 
anyone remember NEW GODS or Jack 
Kirby’s The Source? George was 
probably a lot like us when we were 
younger. He was sitting there reading a 


lot of that early Marvel stuff when he was 
younger in school, loving the giant mythic 
nature of it. To George and to STAR 
WARS, mythology is a very crucial part 
of it. If anything, that’s what modem 
superhero comics have always striven to 
be and are the best at: doing grand 
modern mythology. 

MARK: Is that what STAR WARS is, a 
new mythology for a new generation? 
DAN: Totally. Absolutely. I think that 
there are deliberate underpinnings of Zen 
Buddhism. I think there are deliberate 
choices made so that you’re always 
reminded that you can go good and you 
can go bad. To me, one of the most 
poignant things about the first film that 
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Our interviewee asks if anyone remembers Jack Kirby or his NEW GODS 
series — of course we do. Here’s the ad artwork from the quality reprint from 
the mid-1980s, by Kirby and inker Mike Royer. 
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got to me when I was a kid and still 
always gets me when I watch it as an adult 
is Luke sitting there, having just been told 
by his uncle that he can’t leave with the 
rest of his friends and join the Imperial 
Academy to fly and shoot rebels. he’s 
sitting there looking out at Tatooine’s two 
suns, thinking about what’s going to 
happen in his life. There’s those two suns, 
those two beacons, those two choices that 
he can make. As we all know, it was made 
for him. I think that there’s definitely a 
direct and deliberate infusion of a new 
mythology and a modern day religion. I 
don’t think it goes much further than just 
being a kind of pop religion. Bottom line, 
the movies are about entertainment, even 
more so than STAR TREK. STAR WARS 
is about movement, excitement, sound, 
and entertainment. But, that’s one of the 
neat things about it; it does have all of 
these elements. I think one of the more 
successful elements is its spirituality. 
MARK: You actually got your start in 
comics working on another mytho- 
logical creature. Superman. 

DAN: I miss it. That was the sweetest 
couple of years of my career, if not my 
life, working with Mike Carlin, working 
on the Superman books. I am so glad to 
see all the people that work on the 
Superman books get the success they 
worked really hard for and absolutely 
deserve. They were some of the most 
under appreciated books in the business, 
up until last summer. Carlin’s the best 
editor in the business. I strive to be as 
good as he is. If there’s an Obi-Wan 
Kenobi in comics, it’s “Big Mike” 
Carlin. 

MARK: Why leave this classic, arche- 
typal character for these others? 

DAN: Like Luke, you have to strike out 
on your own. I think that’s something that 
goes back to Lucas’ core and is some- 
thing I really share with him, which is 
probably why I responded so well to this 
stuff, even’as a child. You can stay at the 
safe, almost parental company. There 
was very little that was negative about my 
career at DC. I was there for six years. I 
had a lot of really good friends who I 
desperately miss. I was very happy there, 
particularly for those last couple of years 
before I left. But, sometimes you have to 
strike out on your own. Dark Horse, if 
anything, is striking waaaay out. It’s an 
established company, but it’s also 3,000 
miles away from my place of birth and my 
family. And, it doesn’t do superhero 
books. I have too much respect for comics 
as an art form not to see if could edit and 
could appreciate as deeply alternative 
comics as much as other people do. Dark 


THE NEW GODS (Orion & Darkseid) ©1994 DC Comics, inc. 
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Chris Gossett’s pencil work 
on the DARK LORDS OF 
THE SITH series from 
STAR WARS licensee Dark 
Horse Comics. 


Horse is a good home for that. I get a 
chance to work on ALIENS and STAR 
WARS, which I love, and loved when I 
was at DC as well. But, I also get the 
chance to work on some more unusual 
material — which I have since I’ve been 
here. 

MARK: How did you become involved 
with the STAR WARS titles? 

DAN: It was pretty simple, actually. 
Barbara Kesel is one of the people 
responsible for getting me here. She 
worked at DC as well. I got in touch with 
her when I was looking to jump ship. She 
was editing DARK EMPIRE. She had 
edited DARK EMPIRE J and was in the 
process of doing TALES OF THE JEDI 
and DARK EMPIRE II about six months 
after I came on board. Just her managerial 
duties and the growing line of Legends 
stuff that was starting to become more 
and more important to the company at that 


time (including not only John Byrne’s 
book but some of the books that have 
followed since) was just taking up too 


much ofher time. She passed over TALES}. 


OF THE JED! to me. I knew Tom from 
working on DC’s CLASH. We hit it off 
and got along fine. I got along fine with 
Lucasfilm. Some of my other projects 
started to fall by the wayside. I started to 
finish off some of my commitments to 
UNIVERSAL MONSTERS and some 
other books here. The more I started 
editing this stuff, the more it reawakened 
that flame of how much I loved this stuff 
as a kid. I started calling my mother up 
and asking her to send box after box of 
stuff out of the basement. So, here I am 
ripping open all these cardboard boxes 
and unearthing all these great memories 
from when I was in junior high, pulling 
out all my ART OF STAR WARS books 
and all my old kits. I actually mail- 


ordered the original line of Mattel action 
figures, including Luke with the telescope 
and light sabre. I was going, “God, this 
Stuff is great. This is so much fun.” 
Somebody had to do it. 1 was more than 
willing to do it. I said, “Why don’t you 
keep giving STAR WARS to me?” As my 
editorial desk opened up terms of room, I 
started adding more and more projects 
related to STAR WARS. Now it looks like 
that’ll be my future here, doing almost 
exclusively STAR WARS. 

MARK: And you've actually branched 
out into writing as well. 

DAN: Yeah. I have to say, “Pinch me. I’m 
dreaming.” It was complete luck. I have 
Ryder Windham to thank for it. When I 
got TALES OF THE JEDI, there was also 
talk of doing a DROIDS book. We were 
going to do it aimed almost exclusively at 
children. It landed on another editor’s 
desk. He started farming around for a 
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writer. He started talking to me; he 
wasn’t quite the fan of the material as I 
was, and his background isn’t quite 
mainstream comics as much as mine is. 
He mostly asked me for ideas and 
bounced things off me. I kept feeding him 
story ideas. It got harder and harder for 
him to find a writer to do not only what 
Dark Horse wanted the book to be but 
Lucasfilm as well. They both had a very 
specific idea of how the book was going 
to be produced and marketed, how it was 
going to be aimed at a slightly younger 
audience but with a certain level of 
sophistication so as not to disappoint the 
older STAR WARS fans. He just said, 
“Hell, why don’t you just write it?” It was 
that easy. Well, I wouldn’t say “easy.” It 
took about six months to actually get 
everything approved. It was even more 
research than I’d been doing up to that 
point, particularly in terms of finding a 
time line to place the series. That was the 
most difficult thing. Everybody at 
Lucasfilm said fine. Mike Richardson 
said, “Okay.” But, everyone was hesitant 
about it because I didn’t have any big 
credits to my name up to that point. I'd 
done a little ghosting here and there in the 
background, but I had majored in screen- 
writing in college, so I do know my way 
around a word processor. I swore scout’s 
honor to do right by R2D2 and C3PO and 
do exactly as told. I think the results are 
pretty good. I do think Bill Hughes and 
Tan Gibson are probably the best guys to 
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ever grace a DROIDS comic, and that 
includes the stuff that’s been done in the 
past. Bill Hughes is really impressive. 1 
don’t think anyone really knows his 
background as an artist, but he does have 
a full-size replica of R2D2 in his house. I 
have seen pictures of it. His intimacy and 
familiarity with the characters from the 
whole STAR WARS universe really 
comes across on the page. I won’t say 
read it for the scripts, but pick it up for the 
art. Beautiful stuff. Anyone who likes the 
kind of feel of the BATMAN ADVEN- 
TURES comics based on the animated 
series, the kind of open, almost traditional 
cartoony comics feel — but with a 
sophisticated script — will find it with 
DROIDS. 

MARK: Has the writing bug bit you? 
DAN: I can’t say I ever want to have to do 
this again. As my wife can attest, it is 
work. It is really hard work. My hat is off 
to people like Archie Goodwin and 
Denny O’Neil and a lot of the people who 
have managed to do the day job of editing 
books, then go home on the weekends and 
write — because I just start going nuts. 
Around the fourth issue. I was beating my 
head against the wall. Where I found the 
energy to do this stuff, I don’t know. 
When all of this is over, I’m probably 
going to sleep for six months. It takes up a 
lot of time. Every night, I go home and 
work about three hours, and consistently 
work all day Saturday or all weekend on 
the book. It’s a lot of work for the 
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freelance writers, too. I’m certainly not 
going to say it’s something anybody can 
do: “Sure, work at Dairy Queen during 
the day and write comics at night!” No 
way. Comics is tough. 

MARK: How do you put together the 
creative teams for the books? 

DAN: The way I’ve always done this is to 
look to see if someone’s talents are 
appropriate for the project. There’s no 
such thing as bad writing or art. There’s 
inappropriate or inexperienced writing, 
but there’s not bad writing. You might not 
want Shakespeare to be writing every 
issue of THE PUNISHER. That’s not to 
say that he’s a bad writer, but his talents 
may not be lent to doing that kind of 
material. When it comes to inexperience, 
sooner or later somebody has to get their 
first shot. That was the case with Chris 
Gossett. He didn’t have that much 
experience, and he still had a little bit of 
growing to do. But, when people see 
DARK LORDS OF THE SITH, they’ll 
know exactly what kind of potential Tom 
and everyone at Dark Horse saw in Chris, 
because it was a real push for Chris. My 
hat’s off to him because Tom realized he 
was a brilliant artist at a very formative 
stage. Chris’ stuff has grown by leaps and 
bounds on every page. The reason I like 
Chris so much on the book is because not 
only is he a skilled artisan, but he has an 
enormous amount of enthusiasm for the 
work, That is a big factor as well. If have 
a pool of people to draw from and they’re 


82001 DARTH VADER $58.00 


STAR WARS ®: 
#,TM & © Luca 
All Rights Reserved 
Don Post Studios. Inc. 
Authorized User, 


Our STAR WARS ® masks 
return by popular demand. 
These are the finest, most 
authentic reproduction masks 
available here or in any galayy. 
Perfect for collecting, displaying, 
or masquerading as your favorite 
STAR WARS® character. 


$96.00 
82003 CHEWBACCA 


Kus 
82005 CANTINA BAND. 


$60.00 MEMBER 


film Ltd.(LFL) 1983 


82002 STORMTROPPER $80.00 


82011 ADMIRAL A¢ 


$72.00 


82012 WICKET W.WARRICK 


' Please add $4.50 Per Item for shipping, 
packing & insurance. Items will be shipped 
UPS. Give full street address. Order from: 


Fictioneer Books ¢ 234 Fifth Ave. 
Suite 301 * New York, NY 10001 


\ 
| 
| 
| 

‘ | 
L 


ORDER ITEMS # 


NAME 

| STREET ADDRESS 

lorry. STATE ZIP es 
U.S. FUNDS ONLY 


| ENCLOSED $ 
I 


| 
| 
| 
| 
| 
| 
| 
4 


“Lucasfilm wants samples of work before approving a project” 


Apri. 


1994 


ECLUIVECOVER AI 
BY TODAYS HOTTEST 


ARTISTS 
WILD: 
CHT EH ence 


INTERVIENS AND Interviews! 
FEATURES| SUPERMAN 


Doomspay 
lcaNZE0 FOR 


seca 
QUICK REFERENCE 
AND EASY USE 


FREE ORDERROLK 


This Month! 


rides in on @ Dark Horse! 


Dat NeWs Flashes! 
VAMPIRELLA 


retums with a 


MH V suas 
sue a 


Cards from SkyBox! 


Pick up this month’s Advance Comics™ and see 
everything the future has to offer. The very 
latest comics, cards, games, videos, media and 
more — over 2,000 items in all! 


Check out the interviews with top artists and 
writers, plus features on the hottest new titles, 
dazzling promo inserts and cover art created 
exclusively for Advance Comics! 


Find everything you need, quickly, in well- 
organized, easy-to-use categories. You'll get 
dependable information that will make your 
collection grow. 

Ask for Advance Comics, and our easy-to-use 
Orderbook." at your favorite comic book 
store today. 


Advance Comics is a registered trademark of Capital City Distribution, Inc. © 1994 Capital City Distribution, Inc. 


all equally talented, and one may be a big 
name and not really care for the material 
that much, and the other may not be as big 
a name but just loves the stuff, I will go 
for the guy or girl who loves the stuff. I 
know they’re going to give 110% and be 
there every month. The fans should not 
expect or accept anything less. They’re 
paying their money. 

MARK: It seems like you're discover- 
ing or giving the opportunity to a lot of 
new artists — Janine Johnston for 
example. 

DAN: She had a hard time with that first 
DARK HORSE COMICS chapter of 
TALES OF THE JEDI. I don’t think 
people realize how good she really is. I 
think she’s going to surprise a lot of 
people with ELFQUEST because that’s 
more along her style. She does the mythic 
aspects and the human aspects of STAR 
WARS really well, but she struggled a 
little bit with the technology and the 


design, mostly the hardware and stuff like 
that. She’s really, really good. I’m very 
happy to hear that she’s going on to 
ELFQUEST. It would be nice if we could 
snag her and get her to come back to do 
another STAR WARS story sometime in 
the future. She sounds like she’s happy 
doing fully-painted work. I think that’s 
her strength. At the time she did the DHC 
job, I think it was the first time she’d done 
any black-and-white comics work. That’s 
not to say it was bad. Not at all. It was 
much more work for her than it should 
have been. 

MARK: How did she and Tom first get 
the assignment for TALES? 

DAN: Tom got it coming off of DARK 
EMPIRE. Everybody at Lucasfilm and 
Dark Horse realized that Tom knew 
STAR WARS and that the fans loved what 
Tom did with STAR WARS. When I read 
DARK EMPIRE, I knew that Tom was 
talented, but no one really know how 


Here and next page: 
More of Chris 
Gossett’s pencils from 
STAR WARS: DARK 
LORDS OF THE 
SITH. 


talented he was or how well he could do 
something that fit his talents. Right there 
you see the appropriateness of it. He just 
didn’t make as much of a name for 
himself on some of the other projects he’d 
done. People just wouldn’t give him a 
chance. Because STAR WARS is so 
popular, they would give him a chance. 
They’d look at his writing and realize, 
man, this guy can spin a yarn. He has a 
real feel for that big, epic, sweeping, 
powerful, emotional storytelling down, 
and it really lends itself well to STAR 
WARS. When he came up with the idea of 
TALES OF THE JEDI, which was just 
genius to go 4,000 years in the past (what 
about when the Jedi were strong? what 
about when the Republic was in its early. 
days?), this was a great way to tell these 
samurai-like stories of all these Jedis 
wandering through the galaxy trying to 
keep the peace on all these planets. We 
sat down with a pile of samples, and one 
of us (maybe Barbara Kesel) picked out 
Janine. I was really amazed to see a 
licensor so interested in who was going to 
be the creator on a comic. Most of the 
other licensors don’t care. But Lucasfilm 
does care and they want to see samples of 
everybody’s work before they approve a 
project, which I. kind of like. It’s nice 
getting feedback. 


“We’re working on an adaptation of SPLINTER IN THE 
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STAR WARS: TALES OF THE JEDI #3 (of 5), by writer Tom Veitch and artist Janine Johnston. Dan edits. 


MARK: Will there be more JEDI 
comics? 

DAN: Oh yes. DARK LORDS OF THE 
SITH is a very direct sequel to TALES 
OF THE JEDI. All of the characters hat 
are introduced in TALES are major 
players in DARK LORDS OF THE 
SITH. And Sunrider in particular is a 
pivotal character in DARK LORD. A lot 
of the background characters play very 
significant roles. We’re also going to be 
doing a 1-2-issue bridge between TALES. 
and DARK LORDS which will probably 
be out sometime over the summer. We 
haven’t scheduled it yet, but it’s going to 
be great. Tom is writing that as well. That 
will bring all the characters from TALES 
and set up the big war to come in DARK 
LORDS. 

MARK: And there's going to be 
another DARK EMPIRE? 


DAN: Yep. We’re working on it now. It 
should be out by December 1994. You’re 
going to see the Emperor once again 


trying to track down our noble heroes and # 


wipe them out. It’s basically just a direct 
continuation of the events in DARK 
EMPIRE I. The empire is still in a state of 
flux, but the Emperor is trying to reassert 
his power. Most of it centers around the 
Rebellion and the Empire trying to take 
over a planet that is being run by a 
weapons designer. Both the Empire and 
the Rebels want this weapons designer 
because he’s the one who’s responsible 
for designing the most lethal battleships 
and weaponry in the galaxy. 

MARK: Boba Fett, of all people, is 
getting his own storyline? 

DAN: We’re working on it. Boba is 
somebody a lot of people are requesting a 
series on. It’s in development. 
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MARK: dre we going to see the 
principals — Luke, Han Solo, Leia —a 
Aittle more? 


| DAN: Not really. Much of what has been 


told about Luke, Han and Leia is all that 
we can tell. What we will try to do so that 
people won’t be missing their favorites on 
the comics page is adapting some pre- 
existing work that has actually been out 
of print for a long, long time or has just 
recently been printed but translated over 
to comics form. We’re in the process of 
doing an adaptation of Timothy Zahn’s 
HEIR OF THE EMPIRE novel by a top 
European creator. We’re also working on 
doing an adaptation of SPLINTER IN 
THE MIND’S EYE. It’s been out of print 
for a long time. Apparently, it’s going to 
be reissued in March, 1994. Look for a 
four-issue adaptation of that book 
sometime around Christmas, 1994. 


“Lucas has a specific idea of what the next batch of _ films will be. He’s waiting for technology to catch up: 


MARK: Louise Simonson and June 
Brigman will be doing some work for 
you? 

DAN: Yes. This is an original-material 
work that introduces some new 
characters but has some fairly crucial bits 
of Leia’s early adventures as well, though 
she’s mostly a guest-star in the book. 
That’s the difficulty we find ourselves up 
against with Lucasfilm. It’s easy to come 
up with storyline after storyline, but if 
you want to place it ina specific place and 
time and have one of the characters from 
the films show up, you have to make sure 
that time is available. We will not, as 
many other licensors have done, have 
somebody who’s lived 60 years live 500 
years worth of adventures. Lucasfilm 
doesn’t want to see that happen. It’s going 
to be plausible. If Leia is 18 at the time of 
STAR WARS and it’s 20 years in the past, 
Leia’s not alive. She has not been born 
yet. You won’t see her. If she is some- 
where at this time and date and we have a 
series going on concurrently that has 
some characters from outside of the films, 
you won’t see Leia. She’s there. She 
cannot leave there and magically appear 
in the spot where our characters are. 
That’s part of the difficulty with 
DROIDS, trying to find a place where 
R2D2 and C3PO could be. Fortunately, 
being so much older than everybody else 
in the STAR WARS universe (because 
droids don’t really have a set lifetime), 
we did find some time pre-A NEW HOPE 
for them to have a few adventures. 
MARK: So, there’s no Elseworlds or 
Legends of STAR WARS? 

DAN: No, there will be no Legends. 
There will be no Elseworlds. You're 
never going to see that happen with STAR 
WARS. Every once in awhile we may step 
on each other’s toes, and there might be a 
little bit of rule bending, but it’s 
unintentional. If anything, we will try to 
shed some light on things that might have 
been a little confusing in the past. 
MARK: What other books do you have 
coming up? 

DAN: In terms of STAR WARS, this may 
sound really bizarre but it actually makes 
perfect sense. We are working on putting 
together an X-Wing series based on the 
computer game which has been the 
number one computer game for almost a 
year and a half now for the IBM platform. 
We have a very interesting idea. I’m 
talking with someone who’s closely 
affiliated with the game. We’re going to 
be tuming it into a pretty compelling 
storyline. Again, it’s an example of a 
character you may not have seen before in 
the films but he was there in the back- 


ground. In this case he was at the battle of 
the Death Star in the first film. This 
details how he got there. We'll also be 
doing some adaptations of upcoming 
books from Bantam, including TALES 
FROM THE CANTEEN, and we have 
some plans on doing an ALIENS & 


MONSTERS, which is something 
LucasArts is turning into a really 
interesting corner of the STAR WARS 
universe. At this point, DARK LORDS 
will take us straight through to almost 
1996. That’s almost 12 issues of material. 
Speaking of cross continuity, I should 
note that Kevin Anderson, whose JEDI 
ACADEMY book is just an enormous 
seller is one of the people contributing to 
DARK LORDS OF THE SITH. He’s co- 
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writing it with Tom. 

MARK: Do you have the option to 
adapt the upcoming movie? 

DAN: Probably. We don’t know exactly. 
No one will tell us the specific date when 
the next films will come out. But if I’m 
alive and kicking, and Dark Horse is still 
publishing STAR WARS comics, we’re 
going to do it. I have more than a few 
ideas of who should do the adaptation, in 
terms of illustrations at least. 

MARK: Archie Goodwin and Howard 
Chaykin? 

DAN: We’re actually reprinting that 
stuff, the older Marvel books. We got the 
film from Marvel. They were very nice 
and gracious in sending it to us. It’ll be 
recolored and reformatted and reprinted 


in a couple of nice saddlestitched editions 
with Dark Horse’s much superior paper 
and coloring process. To me, that’s the 
nostalgia aspect, looking at those old ’70s 
comics with all those boogielines from 
the bad plastic plates. 

MARK: So, should we expect a re-issue 
of those old WELCOME BACK, KOT- 
TER comics? 

DAN: Only if we can get Gabe Kaplan 
to write ’em. 

MARK: What can you tell us about the 
upcoming STAR WARS movie? Why has 
George Lucas waited so long? 

DAN: George Lucas has a very specific 
idea of what the next batch of films will 
be. I have a feeling he’s had that in mind 
for a long time. As far as I can tell, he’s 


basically been waiting for the technology 
to catch up to his vision. JURASSIC 
PARK and everything that Industrial 
Light and Magic (ILM) has been doing 
with computer graphics is basically 
research grants for the next batch of 
STAR WARS movies. He has something 
in mind that’s going to be grand, huge, 
and really fun and exciting. I can’t quite 
put my finger on it just yet, but I have 
some ideas. 

MARK: Clone Wars? 

DAN: I dunno. Maybe. Lucas said many 
years ago that these movies are too 
expensive and too difficult to make. 
When the technology is available, if they 
can do this without all the stress and 
strain and aggravation, then he’ll make 
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the next batch of movies. It looks like 
computers have caught up to him. As 
much as the first STAR WARS film 
pushed the visual boundaries of the 
medium, the next STAR WARS films will 
certainly do the same thing if not ten 
times that. 
MARK: Js STAR WARS still relevant in 
today’s society? Can it really adapt to 
the ’90s or a new millennium? 
DAN: Sure. Like any good mythology, it 
plays off of ancient things. If you look at 
the way the first film played, there are 
bits of BEOWULF in there. The young 
warrior leaving the safety of his tribe to 
go out and battle an ancient evil. That’s 
classic mythology. There’s no reason 
why that shouldn’t play in the ’90s state ; 
of mind. Part of the reason we’ve done 
DROIDS the way we’ve done it is that 
there’re a lot of parents out there for 
whom STAR WARS was a significant 
experience in their young lives. Now that 
they’re older, now that they have kids of 
their own, I have a feeling they’re turning 
their kids on to STAR WARS. They want 
them to feel the same way, not necessarily 
about the property, but just gleaning a 
certain amount of value or ethics from the 
film. There’s a lot of Zen in there. If you 
look at the way the Jedis meditate and 
behave, you'll see a lot of Zen. Clearing 
your mind and letting yourself become 
one with everything, not using hate and 
anger to achieve any specific ends. It’s 
pretty interesting. There’s a lot of 
morality in there that I think will 
definitely translate over to the ’90s. If 
anything, people running around with 
guns, the riots, the economic problems in 
this country beg for a film that preaches 
not only tolerance and understanding but 
an appreciation for the simpler side of 
life. As much as STAR WARS is riddled 
with technology and action and weaponry 
affd the pinnings of a classic Hollywood 
*adventure film, it’s got that undercurrent 
of a simple existence, the samurai monk 
with a light sabre. 
MARK: It’s attractive. 
DAN: I think so. It still gets me after all 
these years and I’ma jaded guy. I’ve been 
at it for awhile. I’m coming up on eight 
years in this business and I still get a big 
thrill out of every script I edit and every 
new page of art I get. 
MARK: What's it like to know that 
you're probably influencing a 
generation? 
DAN: It’s intimidating in the extreme. I 
don’t think that anybody who works on 
these books doesn’t feel that. Even people 
who pretend to be kind of callous, you 
don’t see the kind of almost-sarcastic 


“I get letters from children who say their parents talked 


disgust that you see in many people out 
there who are just working for money in 
the comics industry. They just do it for the 
sake of a quick buck. I don’t think 
anybody who works on a STAR WARS 
project is doing that. It’s because you get 
these letters and you get people 
approaching you at conventions, prac- 
tically pleading with you, “Don’t screw 
this up. Don’t ruin this. Don’t destroy 
this.” This thing is too important and too 
important to me personally to just make a 
pile of crap out of it. 

You get the horror stories and the 
typical visions of the self-obsessed and 
self-professed fanboys at comics con- 
ventions coming up to you and telling you 
that this is the most significant thing in 
their lives. But it wasn’t the case in San 
Diego, where a young man came up to me. 
He probably wasn’t much younger than I 


Two covers by two masters: Al Williamson, 
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was. He looked like a plenty well- 
adjusted human being with a girlfriend 
and a job and everything else people 
equate with “normality” (whatever that 
is). He just pulled me aside and said very 
quietly and very seriously that these 
things were important and meant a lot to 
him. “They mean a lot to me and I hope 
you take it very seriously when you do it. 
It would be a real disappointment if it was 
just the same hackneyed stuff.” I never 
got his name. I wish I had. I would’ve 
loved to have gotten a letter from him on 
TALES OF THE JEDI and figure out 
whether we did it right. But he was very 
serious and I felt it, too. I was 
intimidated. I walked away from that one 
going, “Oh my god, he’s right.” 
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Fully finished panels from DARK LORDS OF THE SITH. Art by Gapsett & Barreiro. 


As much as people boo and hiss and 
hate it when a sequel or one in a line of 
films comes out that they’ve desperately 
been waiting to see and it’s a clunker, a 
dog, a turkey, I don’t want to be 
responsible for that. I’ve done it. I’ve 
been to films where I sit down. I can’t 
wait to see it. Then it’s, “That stunk.” It’s 
so disappointing. I feel it almost more as 
an editor than I do as a writer. When 
you’re writing a STAR WARS book, I try 
to get as much reference and emotion 
going there and make sure that I’m not 
only being true to what to me feels like a 
STAR WARS comic in a STAR WARS 
environment and world, but try to make 
sure the characters don’t stray from their 


bounds (like C3PO running around in a 
dress with an Uzi). At the same time, you 
know there’s going to be someone as 
talented as Bill Hughes or Ian Gibson 
saving your ass. These guys are going to 
take that script and it’s going to look 
great. Particularly with Ian, issue #3 of 
DROIDS is marvelous. The pencils just 
came in on that. They’re just so much fun. 
You can see a lot of life being brought to it 
because it is such a visual experience for 
the most part. It’s not as hard as a writer, 
but I guess Tom would argue that... and 
he’d probably be right. He works harder 
than almost any comics writer I’ve ever 
seen at making sure this stuff goes out the 
door very polished and very clean. His 
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r scripts take very little work. He knows 


what he’s doing, and he works extremely 
hard to get it right. 

MARK: Conceivably, for some kids this 
might be their first exposure to STAR 
WARS. 

DAN: Oh yes, it is. I get a lot of letters 
from younger children who either say that 
their parents talked about the movies and 
bought the comic and now they want to 
see the movies, or it’s one of their first 
exposures, kids who might have seen the 
movies on TV or might have rented them 
but didn’t realize they weren’t just 
movies, that there was an entire social 
consciousness surrounding these films at 
the time. They had no idea. Then, they 
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walk into a toy store and see the models, 
which are popular again, or they walk 
into a comics shop and see the STAR 
WARS comics sitting up there. They love 
it. I constantly get phone calls and letters 
from people who just can’t find those first 
printings of DARK EMPIRE and had no 
idea it existed. They thought people had 
just given up on doing any new STAR 
WARS material. They’re so glad to see 
that it’s back. We’re going to make sure it 
remains very noisy from now on in. 
MARK: Back in '77, did you ever think 
STAR WARS would have this lasting 
impact? 

DAN: Oh sure. I was 12 years old. It was 
the most important thing of my life. I 
thought it was going to rule the world. At 
the sake of overstating something or 
sounding really maudlin, I was a giant 
fan. I was a miserable kid when I was 12 
years old. I hated my life.I hated school. I 
had no friends I could stand. I buried my 
head in books. I wanted to escape it. 
When I went and saw STAR WARS for 
the first time, I had a recurring dream for 
months afterwards that I would wake up 
in the morning and the Millennium Falcon 
would be parked in my backyard. I would 
climb in that thing, hit the hyperdrive, and 
blow the dust of that lousy suburb off my 
heels and never see it again. I would go 
out in the universe and have a great 
destiny, become a Jedi, and have abilities 
I’dnever even dreamed of until somebody 
came along and told me. Yeah, I thought it 
would have great impact. I never forgot it. 
MARK: Are you still a fan? 

DAN: Oh yeah. Just today, I got P. Craig 
Russell to agree to do a few pages of X, 
the superhero comic I edit for Dark 
Horse. I just couldn’t sit down for half an 
hour. I’m a big fan. 

MARK: Do you see the future as bright 
and hopeful as George Lucas? 

DAN: As depressed a kid as I was, and I 
stayed a pretty cranky individual well 
into my 20s, I guess I do. The lesson you 
learn from STAR WARS isn’t that you’re 
going to beat the Empire, but it’s a great 
cause and noble struggle. I think the same 
is true of life. If people are trying to 
oppress you or if they’re trying to screw 
with your livelihood and your family, it 
isn’t whether or not you die, it’s how you 
die. It’s whether or not you’ve lived your 
life the way you wanted to live it up to 
that point. If I’m hit by a bus going home 
tonight, not a regret. I did what I wanted 
to do. I think that there are a lot of people 
out there who somehow feel trapped or 
doomed. I remind them time and time 
again that life does indeed have limitless 
possibilities. If you really want some- 


thing bad enough, you can do it or at least 
have a great time striving for it. I think 
that’s one of the things that Lucas is very 
right about. It’s also part of that whole 
mythological/quasi-religious underpin- 
ning of STAR WARS. To quote Yoda, 
“Wars do not make a warrior great.” 
there’s a lot of truth to that statement. 
There’s a lot of wise advice in that script. 
It isn’t so much the fighting and the 
struggle and the chaos, it’s whether you 
really have your center. It’s whether or 
not you feel you’re being true to yourself 
and good to the people around you, really 
living up to whatever potential you have. 
If you’re the best Burger King flipper in 
the world, great. I’ve seen taxicab drivers 


who were the happiest men in the world. I 
respect them. That’s all they want to be, 
and they’re good at it. There’s an art to 
everything. “Am Ia good person?” I don’t 
know, do you feel like one? So, yeah, Isee 
the future as being as bright or bleak as 
you want it to be. 

MARK: [f STAR WARS were never 
filmed, would comics have to create it? 
DAN: It’s such a tough question to 
answer. I think that STAR WARS wasn’t 
so much created as drawn out ofa specific 
consciousness at a specific time. It would 
have invented itself if Lucas hadn’t sat 
down and done it. You needed the talent. 
One of the sad things with him being so 
busy now is that Lucas is one of the best 
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film directors that America has. He’s got 
a really natural style and a real under- 
standing of how to put a movie together. 
Look at THX-1138. That’s a brilliant, 
dark, and disturbing view of the future. It 
isn’t all bright in his eyes. Also AM- 
ERICAN GRAFFITI, the way he shot all 
those actors as kids just shambling in 
front of a camera almost improvising. 
STAR WARS was almost a natural thing. 
It draws so much of itself from things that 
have come before, from Kurosawa, from 
FLASH GORDON, from comics, from 
almost every adventure medium there is. 
There’s a young guy with a dream. It’s a 
male thing, but it’s starting to translate 
more and more to women as it gets older 


STAR WARS 
SPOTLIGHT 
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there’s a human being somewhere that X-MEN. One day you wake up and find think that comics invented STAR WARS 
feels they’ve outgrown their surround- out that you were destined for greater and STAR WARS almost reinvented 
ings, they’re dreaming of STAR WARS, things because you hit puberty. That’s comics. I think the two of them are very 
whether they call it STAR WARS. I think exactly what happens to Luke. He’s a intrinsically combined. 
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FERD 


JOHNSON 


erd Johnson’s many decades 
CF) in the comics industry can 
scarcely be sketched in a mere 
three-part interview — but that's what 
we've tried to do here. Only a few of his 


many acquaintances could be dealt with, 
and only a fraction of his vast experi- 


ence. In this third part, Ferd continues to 
fill us in about his incredible stint on the 
MOON MULLINS newspaper strip and 
the many industry legends he's en- 
countered on the way, and to give us his 
views on the current state of American 
comic strips... 
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SHEL DORF: My friend Ed McGeean 
went into a comic store in Burbank and 
the clerk said a guy was just in and 
bought Caniff’s MALE CALL for the lady 
who was the model for Miss Lace. She 
was retiring from the Burbank Water and 
Power Company, where she'd worked all 
those years. And I said, “Ed, we’ve got to 
trace her down.” Milt had just died six 
months before. Sure enough, we looked 
her up and called her. She was Dorothy 
Pardington, the Powers model who was 
chosen because she looked like the 
drawing of Miss Lace. She would go to 
Milt's studio when he lived in Rockland 
County and pose. Her mother made her 
dress, with the long black gloves and the 
gown and everything, and she said she 
also did some shows for the army. She 
said Milton was always too busy drawing 
TERRY AND THE PIRATES to go along 
with them, but she remembers Al Capp 
was with them. Her father was a 
policeman, and he took her to Milt’s 
door and made sure that everything was 
on the up and up. When she would make 
public appearances for the USO, she was 
warned — they traveled by bus — don’t 
let the cartoonists stop at any bars on the 
way. There was one time when they were 
driving by this bar and one of the guys 
said he'd left his hat there the day before. 
He was in there about 20 minutes. So 
another guy, I think it was Al Capp, said 
he'd go in and get him. So another 20 
minutes went by. 

FERD JOHNSON: I think they drank so 
much because they had lots of time and 
most of them had lots of money and they 
could afford all this stuff. I remember one 
time some guy came up to the office — 
just a horrible looking bum — and it 
turned out to be Clare Briggs. He had 
bummed across the country, riding the 
rods. He just wanted to do it for the 
experience. He wanted to borrow five 
bucks to wire back to New York for some 


Ferd poses with his son, Tom, who once 
worked as his assistant on MOON 
MULLINS. That shiny thing he’s 

holding is his Inkpot Award, which was 

presented to him at San Diego in 1993. 


money. I was the only one there, so I gave 
him the five, and I’ve yet to be repaid! 
(Laughter.) He was an awful-looking 
bum! I couldn’t imagine that a guy like 
him would do something like that. 
SHEL: Well, I finally met “Miss Lace.” I 
did an interview with her and we ran it in 
the Cartoonists’ Society newsletter. All 
this time she was in Burbank and Milt 
was in Palm Springs. If we had met 
earlier I know Milt would've gotten some 
publicity out of that. 

She had brought her scrapbook along. 
She was Miss Rheingold in the '40s. She 
had done a lot of advertising modeling. 
FERD: Milt was sure a good artist. He 
was the best. He started a whole new 
style. And he told me somebody else 
taught him how to do that. 

SHEL: That was Noel Sickles, wasn’t it? 
FERD: Yeah. 

SHEL: Milt’s stuff was very linear until 
Sickles taught him the light-and-shadow 
technique. Milt always gave him credit 
for that. But Sickles never had the 
patience to stay with anything. He hated 
that deadline. Milt said when they shared 
a studio in Tudor City, New York, Sickles 
slept in the studio and went to Harlem for 
jazz every night. He'd come back at four 
in the morning and sleep 'til noon. Then 
he'd do the strips and by 6 or 8 he'd go 
off to the nightclub again. 

He hated doing SCORCHY SMITH, but 
they've reprinted books of it and it looks 
just like early TERRY, with all that 
beautiful light and shadow. 

FERD: They’re a different bunch of 
guys. There’s no businessman in them, I 
don’t think. 

SHEL: Chet Gould was a businessman. 
Jean took me around the house in 
Woodstock and said, “This is the desk 
where Daddy worked on his stocks and 
bonds.” 

FERD: Well, he made good money then. 
He had to do something with it. I never 
had any luck with that. This house is the 
only good investment I ever made. I paid 


Speaking of Caniff’s Miss Lace... 
That’s our cue to run a couple of pics 
of the American GI’s favorite World 

War II sweetheart. 
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BUT, MISS LACE, MY 
REPUTATIONS AT STAKE! 
THERE'S BIG MONEY BET 
ON ME! COME ON, MISS 

LACE, GIVE A GUY A 

BREAK! 


$37,500 for it and one just like it next door 
just sold for $340,000! I tried to make 
money in the market, but I made a killing 
the first time I went into something and 
after that I lost everything. The only 
person I knew who was smart was Frank 
King. He did it in real estate. He went to 
Florida during that horrible Depression 
and bought up a hell of a lot of swamp 
land. Well, it turned out that’s where 
Disney World is now! He gave Bill Perry 
an acre or so and now Bill’s a 
millionnaire. 

SHEL: Jim Scancarelli should be asking 
you questions about Frank King, 
because even though he took over from 
Dick Moores, and tried to get the Moores 
style, he is very interested in the whole 
heritage of the strip. He’s brought back 
characters King created, and when he 
went to Florida, King’s son said, “I like 
what you're doing. The strip has turned 
into more of what my father’s strip was 
like.” A lot of people have said that. He 


even had a continuity where Skeezix’s * 


Sather had left him some land in Brazil. 
And he’s used Rachel, the big black 
maid. Nowadays you couldn't draw 
somebody like that, but Jim has really 
kept on the heritage. 

FERD: He must be a pretty smart boy. I 
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know Dick Moores told me about the 
guy. He said he’s a comer. Dick was 
good, too. He had a lot on the ball. 
SHEL: A great designer and a great 
draftsman. He loved the work. 
FERD: I was out here living in Beverly 
Hills at the time Bill Perry came out here. 
He was Frank’s assistant then, and we 
grew up together. I used to go out with his 
wife before they were married. He came 
out to get Dick to come work for King, 
because Dick was working for Disney. So 
that’s how they got together. Perry got 
the guy out and King liked him. 
SHEL: What kind of a routine did King 
have when he was still at the Tribune 
Tower? 
FERD: It varied every day he came 
down. He and Sid Smith worked in the 
old art department at the TRIBUNE when 
they were in the middle of the Loop there. 
But after THE GUMPS started making a 
hit, Smith went out. He had a palatial 
Sapartment right around the block from the 
hotel I was living in, and had two or three 
automobiles — Locomobiles. He bought 
this estate out in Lake Geneva, and he 
invited us all out there one time where 
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As he states in these pages, Ferd’s connection with the men behind GASOLINE ALLEY goes back to the beginning. Here are 
three of the writers/artists who have chronicled the adventures of the Wallet family. Above, creator Frank King, in a 1945 strip. 
The reason Grandpa Walt speaks of writing to Skeezix about his son’s birth is because the latter was still off fighting World War 
II. The baby, by the way, is Chipper, who in the 1970s entered the medical profession. Below, a 1970s strip by King’s successor, 
Dick Moores, who took the series to new heights following King’s 1969 death. The 1970s GASOLINE ALLEY is currently being 
reprinted in COMICS REVUE. The panels at bottom are by Jim Scancarelli, who took over the strip when Moores died in 1986. 
Not represented here is King’s early assistant, Bill Perry, also spoken of herein, who never had a solo run on the daily strip. 


They say money 

talks Nina, but I imagine 
the conversation 
dull after 


they erected a statue of Andy Gump. 
Somebody told me it’s still there. 
SHEL: It is still there. Ihave a postcard 
of it. 
FERD: I was pretty young and shy, but 
Sid came up to me and wanted to show me 
all over the place. That’s the kind of guy 
Sid Smith was. I was just a punk kid. I 
kind of shied away from it. I was petrified 
at being with this great cartoonist. 
Iremember the first time I ever saw Sid 
Smith: I went to the can, and here’s Sid 
Smith with his derby hat and cane at the 
urinal. (Laughter.) I was washing my 


Why not have him 
to, dinner? We could 


ets | invite Jessica 


and Wilmer, 
too! 


hands, and I thought, “My God! Here I am 
doing the same thing Sid Smith is!” 
SHEL: He died in Lake Geneva, when 
his car ran off the road into a tree. 
FERD: He had just signed a million- 
dollar contract. He went out and cele- 
brated, got in the Locomobile to go to 
Lake Geneva, and hit a telephone pole. It 
decapitated him. 

One of my first jobs with the TRIBUNE 
was working for Sid Smith. They wanted 
somebody to color the pages. They just 
looked like hell in those days, all brown. 
So they asked me to do it. I was just out of 


January 10, 1966! 
Pert has it 
duly noted in 
his little book! 


art school. I didn’t know much about it, 
but I hated the dirty brown — all the 
colors printed on top of each other. So I 
separated them all. I used just primary 
colors, and the comic section just 
bloomed! It made a big impression. 
SHEL: And the TRIBUNE had some of 
the best printing I've seen of comic 
sections. 

FERD: Then I colored WINNIE WIN- 
KLE. We colored the originals. 

SHEL: You colored the originals 
themselves? 

FERD: Yeah. Then we’d take them to the 
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Ben-day room. It took one guy all week to 
color one of these Sunday pages. 
SHEL: You’d figure out a percentage? 
Like, 60 percent of yellow and 20 percent 
of blue would make that certain green? 
FERD: Yes. 
SHEL: Ferd, your career runs prac- 
tically the whole history of comic art in 
newspapers. You started maybe about 20 
years into the whole scheme of things. 
How did they promote comic strips in the 
early days? 
FERD: Our syndicate would get out 
brochures of certain characters and strips 
and send them to the editors. And every 
week there'd be an ad in EDITOR AND 
PUBLISHER for one of these comics. 
They did that for years and years, and 
they built things up. They had about three 
salesmen to cover the whole country, 
which was quite a chore, but they did it. 
Molly Slot was assistant manager. She 
was one of the main promoters. She was 
good! She sold MOON all over the place. 
SHEL: Those were the days when every 
elty had three or four newspapers. 
FERD: That's right. If they couldn’t sell 
it here, they'd go across the street. It was 
easy pickings for the salesmen if they had 
anything on the ball at all. 

I think promotion is what strips need the 
moat now, A lot of them get it — some of 
the syndicates have full-page ads for 
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some of these things — but very seldom 
do you see our syndicate have a full-page 
ad. Maybe once a year. Maybe they’ve 
got too many different things going now. 
SHEL: J know they have several tele- 
vision stations. Tribune Media owns the 
Joan Rivers television show. But don’t 
you think the comic strip still has a lot to 
offer newspapers? 

FERD: | do, if they can get a good one. I 
think the new comic strips — well, I 
shouldn’t say this — 

SHEL: Say it. 

FERD: | don’t think they can compare to 
the old-timers. 

SHEL: / agree, and I don’t know why 
this is. 

FERD: I don’t know either. There are a 
few good ones. Maybe three or four of the 
new ones out of the past ten years I think 
are worth a damn: FOR BETTER OR 
WORSE, CALVIN... 

SHEL: You're right. It’s kind of slim 
pickings. What do you think of the 
changes from the days when the 
illustrative continued strips were the 
popular ones? Now it’s just a gag-a-day 
strips. 

FERD: Well, there are a lot of story strips 
now, but I can’t get interested in them. 
You can go to the TV set and get a whole 
story, but ina comic strip you have to wait 
amonth for something to develop. But I’m 
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not knocking them, because I think they 
have some very good ones. There are 
great artists, but I don’t think there are 
any Milton Caniffs, or any PRINCE 
VALIANTs. 

SHEL: Do you think times are faster 
now? That an artist can’t take time to put 
in all those loving strokes? 

FERD: | don’t think they have the talent 
that they used to have. Most of them can’t 
draw. But it doesn’t matter if they have 
good ideas. You can take a couple of 
toothpicks and have them talking to each 
other, and if they’re funny they’ll go. But 
there aren’t that many funny people 
anymore. No more Red Skeltons and that 
type. There are a couple of programs that 
are funny. THE GOLDEN GIRLS, I love. 
I think that would make a great strip. 
SHEL: Jt would, wouldn’t it? Yeah, 
that’s a great idea! 

FERD: If] was starting out again, I don’t 
know what I would do. I think it would 
still be a gag a day. I like making a point 
in one day. 

SHEL: You were able to get the gag 
down to three panels, too. It originally 
was four panels, Were you cramped at all 
in getting the gag in three panels? 
FERD: No, I liked that, because you had 
more room to draw in then. With four 
panels you’re cramped, so you can’t put 
good drawing in. 


“A gag-a-day thing is tough to make a movie out of-” 


SHEL: In the last few years, has the 
syndicate given you any specific 
instructions? 

FERD: No, they never have. 

SHEL: Have you had much contact with 
the syndicate? 

FERD: No. I stopped going back to New 
York, and I seldom heard from them. The 
only time I’d hear from them is when I'd 
do something I shouldn’t have, like 
having a sexist gag in there that they 
didn’t like, and so I’d change it or they’d 
discard it, But I think on the whole we 
were friendly enough — from a distance. 
SHEL: How old are you, Ferd? 

FERD: I’m 85. 

SHEL: That’s 20 years longer than the 
average man works. 

FERD: Most people work 20 years and 
they retire. 

SHEL: And they get a gold watch or 
something, but you have something 
visual to show for all those years. 
FERD: It’s been fun. It’s a great job. I 
thought it was so good, it was going to go 
on forever! 

SHEL: You should think of writing your 
book now, And publishing a collection of 
the great MOON MULLINS strips. 
FERD: Well, if it would be interesting. I 
don’t know if I could make it interesting 
or not — get enough good strips in there. 
SHEL: Did they ever think of making a 


movie or an animated film about 
MOON? 

FERD: Yeah, they put up a lot of money 
when Willard was around. They gave 
him $15,000 for the rights, but it petered 
out. Alan Hale was going to be Moon, 
and Mickey Rooney was supposed to be 
Kayo. I think it’s not a strip that would 
lend itself to a story much. A gag-a-day 
thing is tough to make a movie out of. 
SHEL: How did you learn that your strip 
was ending after all these years? 
FERD: I got a sharp letter from Bob 
Reed saying the TRIBUNE was dropping 
MOON and there was no way they could 
continue it with the income it was bring- 
ing in. And then I got a letter from the 
editor of the TRIBUNE that said they 
were sorry but that was the final decision. 
SHEL: How many papers did you have? 
FERD: At the most, 350. I don’t know 
what they had in the last few years. I 
thought it was around a hundred. I think 
the syndicate has to get at least around 
$500 a week coming in or they’re not 
interested. It takes them that much money 
to get this thing out. 

SHEL: Toward the end of Chester 
Gould’s career, it became a chore for 
him. His grandson told me there were 
times he came downstairs and said he 
just didn’t want to do DICK TRACY that 
day. But when Marshall Field was 
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raiding the TRIBUNE for his new 
Chicago Sun Syndicate, Gould said 
absolutely not. I understand Field’s 
representatives contacted Zack Mosley 
and Harold Gray to come over. 

FERD: But none of them could, because 
the TRIBUNE owned the copyrights. 
They couldn’t take their strips. 

SHEL: That’s true. But when their 
contracts ran out, and he knew when 
their contracts ran out, he wanted them 
to start new strips. And Caniff was the 
only one who did that. Milt told me Field 
asked him, “What would you want?” 
Caniff said, “Two things: ownership and 
complete editorial control.” Field said 
“You've got it” and ordered drinks. I 
think TERRY had a year to run, and they 
had to keep it top secret. 

Zack Mosley, in a letter, said he had 
been goofing offand the strip wasn’t that 
great anymore. He had gone through a 
divorce and was on the skids, and he got 
this letter renewing his contract for 
another 15 years or something, and 
couldn't understand what was going on. 
It was they were afraid Field was going 
to get him. 

FERD: Stan Lynde wanted rights to his 
strip and they wouldn't give them to him. 
So he jumped over to the other guys with 
LATIGO, which flopped. And RICK 
O’SHAY was a very successful strip. So 
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that was a bad move on his part. 

SHEL: Yes, it was. But Chet always felta 
loyalty to the syndicate. Flash forward to 
1977 — somebody said Gould was 
getting senile and they wanted to retire 
him. So they said, “Mr. Gould, we’re 
sorry, but we're going to have to retire 
you.” He said, “No, you're not.” He went 
into his safe and found this contract from 
1946 that said he could do it as long as he 
wanted to. Jean said they had to pay him 
@ pretty penny to retire. I interviewed 
him about a year later and he said he 
loved his retirement and was having a 
good time, But after those 46 years, he 
had severe back problems from leaning 
over the drawing board. Milton used to 
pull the board forward to keep his back 
straight, and sort of worked on his back. 
How did you work? 

FERD: I worked with the board on the 
table. Those boards I have are antiques. 
Billy DeBeck was on one of them for 20 
or 30 years, and I worked on that one for 
years. Now I’m having trouble painting 
—pain in the back of my neck. Sol’ve got 
to get a collar or something, or stop | 
painting. 

SHEL: Jean said Chet’s back was so 
bad, he used to lie on the floor and have 
her stand on it. Then the pain got so bad 
he had trouble walking upstairs to the 
bedroom. He slept in a recliner chair 
instead of his bed. It was such a good 
night’s rest, he got a second one for 
Edna, and they put them side by side! 
FERD: (Laughter.) That’s cute! 

SHEL: Seeing this house, filled with 
these beautiful watercolors, I know the 
Ferd Johnson art is still continuing, 
though maybe not being seen by millions 
anymore. You look in great shape, and 
you seem to be a happy guy. 

FERD: I love what I’m doing! I’ve often 
thought that if started again, I’d paint. 
SHEL: How long have you been doing 
watercolor and oil? 

FERD: I started when my wife talked me 
into going down to a Norman Rockwell 
class — the only class he ever had. He 
came out to the Otis Institute and wanted 
aplace to work, so they said, “If you teach 
one class a week for the summer, we’ll 
give you the place to work.” I didn’t want 
to paint; I just wanted to learn something 
about drawing. Well, I sure as hell did! He 
was a wonderful person! We saw him 
paint four or five POST covers from the 
very start. He’d use little sketches, then 
he’d call in models, call in the camera- 
man. He was way up in the ceiling 
shooting down and all sorts of things — 
probably took a hundred pictures for 
every POST cover. But we saw the whole 


works, and it got me very interested. 
One day, he asked me what I did, and I 
told him I was a cartoonist. He wanted to 
see some of my stuff, so I brought in some 
TEXAS SLIMs and he looked them over 
very carefully and said, “Ferd, for any- 
body who can draw like this, you’re 
wasting your time being a cartoonist.” 
That put the bug in my head. Well, 
Willard died right after that and I didn’t 
have time to fool with it. I was doing a 
Sunday page of my own and Willard’s 
stuff with no help. So I put it off for a 
couple of years, until Tom got back from 
Korea and started helping me. Then I 
studied with this guy from Czech- 
oslovakia who had worked with Renoir 
and Utrillo and all those guys, so I had 
good instruction. And I was fairly 
successful around the galleries. I don’t 
know if it was the idea that I was a 
cartoonist, but people bought my 
paintings. 
SHEL: What year was this, when 
Rockwell was out here? 


FERD: I think around ’57. Willard died 
in ’58. 

SHEL: Why was Rockwell so down on 
cartooning? 

FERD: I found out later that he’d wanted 
to be a cartoonist himself and couldn’t cut 
it! (Laughter.) 

SHEL: J understand you also knew Walt 
Disney. 

FERD: Sort of. Tom, my son, went to 
Stanford when Walt Disney’s son-in-law 
went up there. They’d come down here for 
a few days off — vacations or weekends 
—and I'd go to the airport to pick up Tom 
with my wife, and Walt Disney would go 
up there to pick up his son-in-law. I 
introduced myself to him and we had a lot 
of long talks, depending on how the plane 
was running — if the plane was late, we 
had a long talk. 

SHEL: What was Disney like? 

FERD: He was a charming person. Now, 
I'd heard just the opposite from guys who 
worked there. They were scared to death 
of him. They almost had to tip their hat 
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when he came around. But I didn’t find 
him that way at all. He was just friendly, 
and his wife was, too. 

He told me all about Disneyland, which 
he was going to be opening up. I couldn’t 
imagine why he’d go way down here in 
Anaheim — the outskirts of California — 
to start something like that, but he did a 
lot of investigating, he said, and he got a 
lot of advice as to how the population was 
going, so he went out and did this. He told 
me about the different things he had there, 
and one time I came down there with some 
friends when it first opened, and Disney 
was out there like a greeter, greeting 
everybody who came in! He took us 
around and showed us every exhibit. He 
wanted to find out what people liked 
about it. My favorite was that big hippo- 
potamus and the Lincoln thing. 

SHEL: Well, Ferd, thank you.so much 
for sharing such wonderful memories 
with us. 

FERD: I enjoyed, it, Shel. We covered a 
lot of territory! 


“Marine Avenue, Balboa 


Island.” Facing page, top to bottom: “Harbor Island Bridge;” “Poppy at Fourth?’ and “Grand Canal” This black-and-white 
reproduction does little justice to the soft colors of these impressionistic works, 
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{Game nesioner Pp ________ 
“I started with REBEL ASSAULT. It was not supposed 


revolution began in 1977. The 
a possibilities had been touched 

on a few times before, such as 
in Stanley Kubrick’s 2001: A SPACE 
ODYSSEY (1968), but it wasn’t until 1977 
that a couple of fellows named Spielberg 
and Lucas married the high tech ap- 
proach to cinematic science fiction, the 
big budget approach to popular culture. 
CLOSE ENCOUNTERS OF THE THIRD 
KIND and STAR WARS changed every- 
thing. It may seem an outrageous claim, 
but almost every form of entertainment 
has undergone some transformation, 
together with some advancement of 
technology, since those two films 
premiered. 

And today, 11 years since RETURN OF 
THE JEDI, the phenomenon of STAR 
WARS continues, growing each year 
even without new installments in the film 
series, expanding with the exploration of 
the new realms of entertainment. Like 
computer games... 


DARREL L. BOATZ: How did you get 
started in computer programming and 
game design? 

VINCE LEE: That’s kind of an 
interesting story because I didn’t really 
start off in computer programming. I went 
to UC-Berkeley in Mechanical Engin- 
eering — I got both my graduate and 
undergraduate degrees there. I spe- 
cialized in, of all things, robotics and 


to be a big deal, just to branch into a CD-ROM title?’ 


control systems. But while ] was a student 
there I had an Amiga and .. . I guess it 
was in ’86 when I first got my machine 
and started programming it. So, all the 
while I was going to school, I was earning 
money doing contract work program- 
ming. I wrote a couple of small projects, 
and wrote a little bit to to go with a bunch 
of other programs. When I graduated 
from Cal and was looking for a job I came 
to LucasArts —as an Amiga programmer 
I had met one of the producers here, and 
he had suggested I should give him a call 
when I graduated. So, I did, and it turned 
into the job I have now. 

DARREL: Looking at the material I’ve 
got from the company, you mentioned 
REBEL ASSAULT is your first original 
project. 

VINCE: Yeah, I started REBEL AS- 
SAULT about two years ago. I was doing 
a number of other things at the time, then 
management gave me the opportunity to 
do an original game. So, I started off 
doing REBEL ASSAULT and it was not 
supposed to be a big deal at first, just 
something to branch out into CD-ROM 
with a CD-ROM title. It was both mine 
and the company’s... . it’s many firsts for 
all ofus. As the game came together it got 
bigger and bigger, more and more 
exciting, and now it’s come out and went 
gold in its first week, that’s over 100,000 
copies! That’s very /arge in the computer 
industry, especially in the CD-ROM 
market — it’s doing phenomenally well! 


STAR WARS 
“Galaxy” trading 
cards from Topps 
— here, artwork 

by fan favorite 
Sam Kieth (right) 
and CONCRETE 
creator Paul 
Chadwick 
(eft). Chris 
Sprouse’s b&w 
art is on the 
previous page. 
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Name: Vince Lee 

Born: Concord, CA — 1967 
Occupation: Programmer/Design- 
er at LucasArts 

Credits: I started at LucasArts as 


the Amiga programmer. I did 
Amiga conversions of our 
adventure games, MONKEY 
ISLAND and INDIANA JONES 
IV; wrote tools for our in-house 
adventure system; REBEL AS- 
SAULT is my first original project, 
a CD-ROM project. 


DARREL: I’m not really familiar with 
CD-ROM; the high tech end of this is 
kind of leaving me behind. What is this 
exactly, this CD-ROM, that makes it like 
the next wave or whatever? 

VINCE: A lot of people have really been 
misled about what CD-ROM really 
offers. CD-ROM is really just a storage 
medium. In a way it’s a lot like a very 
large floppy disk. Now, of course, when 
you go to design a game there are a lot of 
limitations you normally face. You face 
obvious limitations in how much you can 
afford as far as manpower, how much art 
you can generate, how fast the computer 
you’re going to be running is, and what 
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kind of programming you are going to be 
able to do, what you’re going to be able to 
do in calculations. And the final 
limitation, certainly, is how much you can 
fit on a disk. For instance, if you’re going 
to do an adventure game the tendency is 
you want to have many locations to go to, 
so the player doesn’t have to keep 
walking around in the same areas. 

If you’re playing an arcade game you 
can have lots of different art and imagery 
so that,for example in a driving game, you 
don’t have to drive your car down the 
same street over and over again. You run 
into two limitations for that; you have to 
pay an artist to generate those locations, 
that’s a cost limitation; and the other is 
that you have a definite limit in your 
storage capacity. In a floppy disk game 
you havea limit in how many floppies you 
can put in a box, because the more 
floppies the more costly the game is. 
What CD-ROM offers — say, typically, a 
floppy disk might hold compressed two 
megabytes of data —on a CD-ROM you 
can store 600 megabytes of data. It takes 
away the limitation that you run into, at 
least for many games, of your delivery 
medium. 

Of course, your other limitations are 
still there; it’s still costly to generate data 
and so on. So, that’s all CD-ROM really 
is, it’s like a very large floppy disk. It 
enables game designers to design games 
with more graphics, maybe even video. 
REBEL ASSAULT has actual animation 


Allillustrations accompanying this interview ©1994 Lucasfilm Ltd. STARWARS®is TMand ©1994 Lucasfilm Ltd. All rights reserved. Used under authorization. 


within the industry for turning out quality products?’ 


“We make fewer titles, but we have a reputation 


scenes scanned right off the STAR WARS 
movies. And better music since we’re 
using the John Williams soundtrack. 
None of that would have been possible on 
floppy disks. 

DARREL: Yes, that’s one of the things 
right on the first page of the press 
release, that the game art is “rendered 
in camera perfect perspective,” 3-D 
modeling techniques — it sounds almost 
like it’s a mini-movie or something. 
VINCE: It is, in a way. Typically, the 
way old computer games were done, they 
were all drawn by hand. An artist would 
draw backgrounds in the computer, very 
much like painting, or they would draw it 
on paper and then scan it into the 
computer and touch it up there. But, as I 


said, with REBEL ASSAULT we could 
generate that much more imagery, but it’s 
not cost effective to really have an artist 
sit there and hand animate everything in 
the game. That would have been an 
enormous labor cost. But here we have 
the opportunity to try new technology. 
And I think, on the PC platform at least, 
there are packages that didn’t used to 
exist before . . . they’re pretty much 
extensions of CAD programs. You build 
your objects much as you would ina CAD 
program. You build in 3-D and then you 
lay your textures and colors on them, light 
your scenes, and then you can actually do 
animation in this kind of virtual world. 

DARREL: J saw on television the other 
day an advertisement for a game. They 


comics 36 interview 


have actors now playing scenes for these 
games. 

VINCE: Yes, that’s certainly a trend for 
a certain number of games. REBEL 
ASSAULT had that in a limited fashion. 
We had professional voice actors do the 
voices, and we have a couple of scenes 
where we actually do have new actors 
involved, but for the most part the 
imagery is either 3-D or taken from the 
movie. You don’t want to do bad video, 
which is the tendency . . . video brings a 
whole new world of problems that we 
don’t have the expertise yet to deal with, I 
mean in general the game industry does 
not. If you look at some of the initial 
products out there with video, some of the 
video is pretty cheesy video. We don’t 


want to do that! George Lucas doesn’t 
want us to do that. We’ll enter that arena 
when we can do it well. 

DARREL: Right. I’ve noticed that the 
Lucas companies, especially with the 
STAR WARS material, there’s a quality 
attitude you seem to be adhering to. 
VINCE: Oh, definitely, quality first. 
That’s a feeling that’s really promoted 
throughout the company. We don’t want 
to turn out anything bad, so we may not 
make as many titles as some other 
companies. Some companies are very 
prolific. We make fewer titles, but we 
have a reputation within the industry for 
turning out quality products. A lot of 


emphasis is placed on maintaining that 
reputation, because we wouldn’t want to 
hurt the STAR WARS or INDIANA 
JONES licenses by turning out bad 
games. So, as much as possible we try to 
keep quality first. 

DARREL: In these STAR WARS games 
—let’s take REBEL ASSAULT — What's 
the basic game setup here? And... well, 
it seems in a lot of these you have space 
battles and so on, so how do you keep the 
games from becoming repetitive? 
VINCE: Ah, yes. Well, REBEL AS- 
SAULT is an arcade game, but unlike 
some other arcade games it does actually 
have a story behind it. The story isa good 
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story because it’s basically STAR 
WARS, or a story that runs parallel to 
STAR WARS for the most part. You start 
off as a rookie pilot in training, then you 
progress through the ranks going from 
scene to scene, scenario to scenario, as 
you face the Empire. The thing that makes 
REBEL ASSAULT non-repetitive is that 
as you progress from level to level your 
scenery changes, the game play changes 
— it becomes a different game; every 
level is completely different. You don’t 
see repetitive imagery, and as the story 
changes you do different things. I think 
that’s the real strength of the game, 
something you don’t see in normal arcade 


Top illustrators on Topps cards, 
clockwise from far left: Ted 
Boonthanakit (Princess Leia), 
Joe Smith (Emperor Palpatine), 
Ralph McQuarrie (conceptual), 
Thomas Wm. Yeates II (Luke 
Skywalker), George Evans 
(Lando Calrissian), Ken Stacy 
(Womp Rats & Luke), George 
Perez (Gamorrean guard), 
Allen Nunis (Boba Fett), Paul 
Gulacy (Mercenaries), 
animation cel from the STAR 
WARS HOLIDAY SPECIAL 
by Nelvana Studios. 


ince] __________ 
“REBEL ASSAULT is a seat of your pants fly and shoot game?” 


games. Because of CD-ROM we're not 
forced by space limitations to make you 
come back to the same location over and 
over again. 

DARREL: Okay. What was your 
involvement in the X-WING game, if 
any? 

VINCE: Actually, I wasn’t involved in 
X-WING. X-WING was developed by 
Larry Holland and his team. Larry 
Holland developed a line of flight 
simulator games for LucasArts; he was 
originally in-house and now he works in 
conjunction with us. Whereas REBEL 
ASSAULT is purely a story-based arcade 
game, X-WING actually evolves from the 
flight simulator side. It’s less story 
bound, but it’s a much more complex 
game to play. And I think the two games 
work real well together. People who like 
simulators will play X-WING, and 
people who like simpler games, who 
might be more interested in an engaging 
story, will play REBEL ASSAULT. I 
don’t find myself with large stretches of 
time to learn and play games; I play a 
game for 20 minutes and then I have to go 
back to work, so the REBEL ASSAULT 
type game appeals to me. 

X-WING is a game with a lot of depth 
— and it also has quite a steep learning 
curve. Like flying a plane there are many 
controls that you have to learn, like the 
equivalent of rudder controls for an X- 
Wing, firing controls, and then there are 
the strategies you need to learn in order to 


complete certain missions. REBEL 
ASSAULT is much more a seat of your 
pants fly and shoot game. So, I think it’s 
two different audiences, although I’m 
sure you’ ll probably find a fair number of 
people who will play both games. 
DARREL: I read in one of the computer 
magazines that the gaming industry 
seems to be heading towards something 
that they don't really have a language 
for yet, interactive programming that’s 
not quite games, heading towards 
movies but not quite movies. 

VINCE: Yeah, I’ve heard that, but as the 
saying goes: If you don’t know where 
you’re going then you're not going to 
know when you get there. (Laughter.) I 
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think, just my own personal feelings, a lot 
of that is hype. If you look at everything 
they call virtual reality today, multimedia 
and all those buzz words, it’s pretty much 
an extension of what we in the gaming 
industry have been doing for years, which 
is just improving the sound, improving the 
graphics. You look at some of the initial 
efforts in games and you'll see that what 
the designers had in mind is already what 
they are now considering the future, just 
the interactive play field didn’t have the 
technology to do it. Now that they do 
people are getting closer and closer to it. 

But, as far as the interaction with the 
movies, I think there is some limited 
potential for games there, but I don’t 
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VINCE LEE 


“I myself was never a huge STAR WARS fanatic?” 


think we’re really going to come up with 
anything. Someone has to sit down and 
figure it out, come up with an idea and 
say, “Okay, if we had all the technology 
we would need, this is what I would 
want.” 

DARREL: You're more just surfing the 
wave of advancing technology. 

VINCE: Yeah. Take, for example, early 
driving games. If you talked to a game 
designer years ago, asked him what his 
idea of the perfect driving game would 
be, he would pretty much have said he 
would want the graphics to run so it looks 
exactly like what you would see in an 
actual car, see the cars roaring by, see the 
details on the ground and all the cars from 
correct perspective, and with the freedom 
of movement to take any turn you want, 
and so on. Then he would have to design 
the game and he would look at his 
technology and, say, make it at night so 
the graphics won’t be as demanding, have 
cone lights to represent the edge of the 
road, do stuff like that. But he could tell 
you instantly what he’s aiming for. 

If you asked him today what would be 
the perfect driving game, he would have 
difficulty telling you. It might be 
interacting with other people just like in 
real life, having conversations. But how 
would you do this, how would the 
technology fit into this? If you really want 
to go around and interact with people, 
should you film people saying canned 
things to you, does that get you any closer 
to your goal? Or should you instead be 
trying to simulate people and try to have 
the artificial computer intelligence 
behave like a real person? I can’t answer 
that. (Laughter.) But nobody seems to be 
moving in that particular direction, and it 
seems to me that’s the direction in which 
you would have to move if you wanted 
real virtual reality, interacting with 
virtual characters. 

DARREL: With virtual reality it still 
seems to be at the stage of exploring the 
basic potential. 

VINCE: Yeah, But the whole thing about 
interactive movies, I think it’s a lot 
fuzzier than most people think. 
DARREL: So, you would have been 
what, nine years old when the first STAR 
WARS film came out? 

VINCE: (Laughter.) Oh, I’m showing 
how young I am. Actually, to let you 
know how young I really was, I didn’t 
even see STAR WARS when it came out 
the first time. I didn’t see it until it was 
rereleased two years later. (Laughter.) 
DARREL: It must have made some kind 
of impression on you, though. 

VINCE: I thought it was absolutely 


Darth Vader speaks with his master, Emperor Palpatine — 
by Hel, (Topps). 


great. But the funny thing was that when I 
saw it I really didn’t have a whole lot to 
compare it to. I hadn’t seen anything, 
really, before then, so I just thought, “Oh, 
this is how movies are!” Of course, 
afterwards there were dozens of STAR 
WARS rip-offs, and I could certainly tell 
that they were much worse. (Laughter.) 

DARREL: So is this like a childhood 
dream to be working with STAR WARS? 

VINCE: You know, you can’t beat what I 
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do for a living — I make games for a 
living! It’s being paid for having fun, 
that’s what it is. I won’t say there aren’t 
long hours and a lot of hard work, but still 
usually I’m doing something that I enjoy, 
which is being creative. And working on 
STAR WARS is just the icing on the cake. 
I myself was never a huge STAR WARS 
fanatic, really. For awhile as a kid I was a 
big STAR TREK fan, and I certainly did 
enjoy all of George Lucas’s movies. And 


the company is a great company to work 
for. Did you expect me to say, “Oh, I 
wanted to work here all of my life, blah 
blah blah!” (Laughter.) 

DARREL: Well, maybe not that exactly. 


“On a computer you can build sets that 


VINCE: I didn’t really expect to end up 
here. I know some people who would 
absolutely kill to work here, or for ILM or 
whatever, but I didn’t, and I think most of 
the people who get hired here don’t. 


DARREL: Well, you mentioned earlier 
that you started out in robotics, and 
robotics seemed to be such a big part of 
those films I thought maybe there was a 
connection there. 


VINCE: No, there really wasn’t. I never 
really used my robotics. 

DARREL: Okay. There’s been some 
information released that a new trilogy 
of STAR WARS films is slated, and I 
would be remiss in my duties if I didn’t 
open up that subject. What do you know, 
or what do you hear? 

VINCE: I don’t know anything special, 
just what everyone else knows. I think it 
is common knowledge now that there are 
new movies coming. We don’t get any 
special information here. We’re Lucas- 
Arts and we are affiliated with 
LucasFilm, but I don’t know any details 
about the new film projects. 

DARREL: Something that amazes me is 
there hasn’t been a new STAR WARS film 
out... I don’t remember when the last 
one came out, '82, '83? 

VINCE: And all of a sudden there are 
STAR WARS movies and an INDIANA 
JONES movie. 

DARREL: What's amazing is the 
momentum carried through all those 
years. 

VINCE: Well, you figure the technology 
— when did JEDI come out? It’s been a 
decade since that movie came out, but 
you watch JEDI today and the ships 
flying by still give you that same rush of 
excitement. What are they going to do ten 
years later? What’s it going to look like, 
how much more real is it going to feel? 
What can they do now that they couldn’t 
do back then? 

DARREL: Yeah. There must be some 
kind of pressure to do better. 

VINCE: My guess — certainly they are 
going to be able to do things they couldn’t 
do before, and make more complex shots. 
The problem would be to be able to do the 
same things cheaper. In REBEL 
ASSAULT all of the models are on 
computer —I think we’re going to maybe 
see that technology used on the big 
screen. On a computer you can build sets 
that you couldn’t possibly build in real 
life because they would be too 
tremendously expensive. You can 
digitally have incredibly complex vast 
scenes. You know how they used to make 
matte paintings, and if they wanted 
motion they would have to cuta little hole 
and insert something in there. 
DARREL: Right, because it’s a static 
image. 

VINCE: Yeah. Well, on a computer you 
can make a giant city and have everything 
moving, the traffic way off in the 
distance, and it won’t be a problem. 
DARREL: Sounds great if it works. The 
problem would be making it look real on 
that huge movie screen. 


you couldn’t possibly build in real life?’ 


Gamorrean Guard, by Rich Hedden. 


VINCE: Well, if anyone can do it, 
George Lucas and ILM can do it. 
DARREL: Well, what's in the future in 
games? 

VINCE: (Laughter.) I think that’s kind 
of a loaded question. (Laughter.) I don’t 
think there’s one future. It’s not going to 


be movies, or it’s not going to be just 
movies, it’s not going to be just virtual 
reality or just this or just that. I think 
we’re going to see games that are faster, 
more realistic, more engaging; some more 
complex, some simpler, depending on the 
audience. Pretty much the same that we 
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have right now, just better! 
DARREL: One thing that occurred to 
me, with the capabilities presented by 
fiber optics, eventually you might be 
able to have people all over the country 
hooking up into one game. 

VINCE: Yes, I’m glad you brought that 
up, multi-player games and networks and 
the whole information highway thing. I 
think that is something that will probably 
change the face of gaming. You take a 
simple game like STREET FIGHTER 2, 
what’s its strength? You play it one- 
person it’s so-so, but you play it two- 
people and it’s great! You’re not inter- 
acting with some computer-generated 
guy, you’re interacting with a real person. 
Real people are complex and they have 
personalities. Well, when I think we get 


that kind of network going you will see 
things like massive strategic war games, | 
all the players commanding fleets or 
whatever. People are doing that now, but 
they will be doing that on a much larger 
scale. 

DARREL: Sounds like a whole new 
world. 

VINCE: I think so. I think we’re at a 
good time, actually, to see it begin. 
DARREL: Jn my lifetime, I remember 
the first time I saw a computer game, you 
just sat down at the keyboard — it was a 
STAR TREK game —and you didn’t even 
have any graphics to speak of. 

VINCE: Yeah, I remember that. 
DARREL: Very simple, but it was a 
beginning. 

VINCE: Yeah, | liked that game. 
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gDARREL; That was my whole point, 
just how far things have come in such a 
short time, 20 years or whatever it’s 
been. 

VINCE: Yeah, where’s it going to be 20 
years from now? You know, the funny 
thing is when science fiction writers 20 or 
30 years ago were asked to predict the 
future, they had us driving helicopters to 
work, that sort of thing. (Laughter.) All 
the things having to do with large scale 
engineering never really go as fast as 
people think it will, you know — 50 years 
from now we still won’t have flying cars. 
But the incredible thing is nobody 
predicted how fast computers would 
advance, the small scale advancing 
technology. It’s still progressing at an 


enormous rate. Oo 
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AN OPEN LETTER TO THE 
DIRECT MARKET 
Dear CI: 

Before every comic retailer in the 
nation begins applauding the recent 
tightening of cancellation policies by 
direct market distributors and/or starts 
endorsing retailer-columnist Brian 
Hibbs’ recent call for all publishers to 
immediately institute (and be forced to 
adhere to) weekly shipping schedules, 
allow me to aim a double-barreled dose of 
reality in your general direction. 

* Barrel One: Few if any of the true 
independent publishers currently serving 
the direct market (herein defined as the 
170 or so companies fighting for the 15%. 
market share left over by the industry’s 
true majors) will be able to meet the ever 
tightening performance standards created 
by your demands. 

¢ Barrel Two: Minus the broad range of 
texture and choice imparted to the direct 
market by the industry’s 170 under- 
capitalized and generally unpredictable 
and woefully unreliable independent 
publishers (and, yes, there is a cause and 
effect at work between the “under” part 
and the two “un”s that follow), the need 
for a specialty market served by comic 
retailers ceases to exist. 

The only publishers large enough to 
dictate schedules to the handful of prin- 
ters who seek or even desire comic-book 
work (itself a specialty) are the top 15 or 
so who presently dominate the field. The 
remaining 170 are generally at the mercy 
of their printer and other suppliers, not 
vice versa. Our hollow threats to take 
business elsewhere are met with a shrug, 
@ yawn or a chuckle, as the volume of 
books we individually print merits no 
greater response. That’s how you know 
you're an independent. 

It is very important that retailers and 
distributors grasp this basic publishing 
reality before they shoot themselves in 
the foot once and forever. The vast 
majority of independents do not dictate 
anything to anyone, but are instead 
dictated to and are firmly at the mercy of 
everything that affects the market. That 
singular inability to make demands on 
anyone — underpaid artists, distributors, 
printers, otc, — is what separates 


tedependents from majors. 

As distributors begin responding to 
feteiler complaints by demanding greater 
seeteney end on-time performance 
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from publishers, those publishers who 
possess sufficient clout will pass on these 
demands to their well-paid employees 
and highly responsive suppliers. Those 
suppliers will respond to the demands of 
these few highly regarded customers. 

In cases where those suppliers are the 
same ones shared by a smaller 
independent, the scheduling of the 
smaller publisher’s work will only be 
further delayed to accommodate the 
increasing demands of the larger 
customer. This is inevitable. It is also 
inevitable that all customers cannot be 
large customers. What you have- 
undertaken will serve only to push aside 
the needs of the many in order to better 
serve the increased needs of the precious 
few, who are precious because they are 
few. The problem of late-shipping books 
for the many will only be exacerbated by 
shorter cancellation windows. 

Unfortunately, the current trend toward 
tighter cancellation windows presup- 
poses the existence of an infinite number 
of suppliers serving publisher needs. This 
type of thinking could not be more 
incorrect, and it is sad to realize that the 
same retailers who complain about a lack 
of service from the limited number of 
distributors in the industry somehow 
came to believe that greater choices exist 
for publishers. 

They do not, and exactly how wrong 
that thinking is will become apparent this 
June, when Diamond tightens its can- 
cellation window to either 30 or 45 days 
(and you can toss out Diamond’s lip 
service about “understanding publisher 
concerns” over this policy — it will be 
adopted). In a world of finite resources, 
not everyone can be first in line. 
Unfortunately, only those who are first in 
line will have any realistic chance of 
delivering their product inside Dia- 
mond’s 30- or 45-day window. 

New printers will not suddenly spring 
forth in an attempt to meet the demands of 
the many small publishers clamoring for 
immediate service. All of our books com- 
bined don’t equal the number of books 
published by DC in any given month. 
We're hardly talking about the kind of 
volume needed to create a new cadre of 
comic-book printers willing and able to 
handle the overflow of panic-stricken 
independents that Diamond’s policy will 
create. Instead, the many will be forced to 
simultaneous clamor at the doors of our 
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existing suppliers. Some will gain entry 
— the vast majority will not. 

As the number of independents shipping 
late skyrockets past the number able to 
ship on time, Diamond’s ability to handle 
late books as fully returnable will be 
rapidly overburdened. When that hap- 
pens, Diamond and any other distributors 
who follow its lead (which all must) will 
be forced to cancel sales of late-shipping 
books. A sizeable number of indepen- 
dents now serving the direct market will 
then cease to exist. 

“Great!” some of you are thinking. 
“Who the hell needs you people 
anyway?” Well, quite frankly — you do 
—and you need us warts and all. Bear in 
mind that it was the sudden proliferation 
of independent publishers during what is 
now derisively called the “black and 
white glut” of an earlier generation that 
led to the existence of today’s direct 
market. Independents created you, and 
the unpredictable, unreliable and some- 
times unprofitable books produced by 
independents are the only reason you 
continue to exist. Perhaps this concept is 
a bit hard to grasp during these tough 
times, but without our vast, unpredictable 
and currently unwanted numbers inside 
your stores, there is very little need for 
you. 

Worse yet, by the time your increasing 
demands for efficiency are finally met, 
the two dozen or so companies able to 
consistently comply with those demands 
will also have no need for you. You will 
have unwittingly created a small army of 
mini-Marvels, all producing popular, 
high-volume mainstream books on a 
clockwork-like schedule refined to the 
absolute nth degree. But two dozen pub- 
lishers printing similar books in a highly 
predictable and like manner are hardly 
the stuff of which a specialty market is 
created or sustained. 

The only companies left inside the 
comic specialty market will be those who 
need it the least, for they will be almost 
exclusively of the type (big and popular) 
who either can, will or historically have 
supplied the much larger newsstand, 
bookstore and general retail (Kmart, drug 
store, etc.) marketplace. As their ability 
to unfailingly ship predictable product on 
rigid weekly schedules grows with every 
passing month (as your increasing 
demands ensure that it must), the need for 
“specialty” outlets to handle this mass- 


market fodder will 
decrease. 

As readers discover that they can 
purchase virtually the same titles carried 


by you at damn near any store with a 


geometrically 


good-sized magazine rack, their weekly’ 


treks to your specialty store will slowly 
dwindle and eventually disappear. 

As an industry, the direct market’s only 
remaining draw card will be the much- 
touted “no-return” policy that has 
governed it for the past decade or so. But 
a no-return policy coupled with a 
draconian late-shipping policy isn’t much 
of a draw, and the need to print separate 
non-bar-coded covers to satisfy the 
demands of a handful of specialty stores 
negates that remaining advantage in its 
entirety. Let’s face facts — any publisher 
strong and large enough to consistently 
ship all of its titles inside a 30-day 
window is strong enough to compete in a 
much larger marketplace where 
returnable product has always been the 
rule —and where the people who run that 
show know how to handle returns in a 
timely and cost-effective manner (not 
exactly a direct market specialty, is it?). 

Ask yourself this question: Viewed in 
light of the far larger marketplace where 
full returns are the norm, and now forced 
by members of the direct market to adopt 
the same tight and predictable scheduling 
that is also the norm in that marketplace, 
why would any of the powerful, re- 
maining comic publi lers give a damn 
about the needs of so 1¢ 3,500 specialty 
retailers whose self-serving policies 
sacrificed the only thing that ever made 
them special in the first place? Oh, and 
what is it that made the direct market 
comic retailer so special? Believe it or 
not, it might just be the vast variety of 
titles from a vast source of independent 
publishers that you are now doing your 
best to destroy. 

You — the retailers, retailer-columnists 
and distributors of this industry — have 
embarked on a course that will eventually 
negate your very reason for being. You as. 
comic specialty retailers have only one 
niche that you can and do fill. The ability 
ofa comic buyer to walk in your store and 
find a Raging Rhino title on the shelf is 
the only thing that sets you apart from the 
drug store down the street. Period. If you 
are setting out to create a marketplace in 
which only the largest mainstream 
suppliers can survive, and if you are 
doing so with full knowledge of what 
you’ve begun, then Raging Rhino and 
many like us wish you the very best of 
luck. Fear not for our welfare — another 
outlet will develop for our products — 
just as you yourselves developed for an 
earlier generation of independents. 

If, however, you do not know or have 
not considered the full ramifications of 


the policies you’ve adopted or plan to 
adopt in the near future, then now is the 
time to give this matter the contemplation 
it deserves. The independents who serve 
your market do so because we currently 
serve no other. Without us, those who can 
serve other markets will not serve you. 

An old bit of poker-playing advice goes 
like this: Look around the table and find 
the victim. If you can’t tell who it is, it’s 
you. Start looking around, folks — you're 
dealing yourselves a losing hand. 

Lance Jacobs 

Head Honcho 

Raging Rhino Productions 

2411 Arthur St. 

Hollywood, FL 33020 

THE CONDEMNED MAN'S 
LAST WORD 
(WHO HAS THE BIGGER 
PENIS?) 
Dear DAK: 

Yikes! I just got around to reading The 
“People” Vs. Jeph Loeb, The Verdict: 
Guilty! (CI #126) and decided to take the 
name of your letter column literally. I 
appreciate that Mark Ellis paid me 
several back-handed compliments by 
both liking the writing and storytelling on 
THE CHALLENGERS OF THE UN- 


KNOWN mini-series and then lam- | 
| heard before— Ayn Rand. After reading 


basting the project as having “characters 
fans didn’t recognize and the general 
readership didn’t care about.” I’ll do the 
same by congratulating him on having 
written “what is generally considered to 
be the definitive comics version of Doc 
Savage”: a factually questionable 
statement at best; and at worst has the 
distinction of, say, Dating the Prettiest 
Girl in Russia. 

Okay, so now that we know who has the 
bigger penis, I want to just clarify a few 
things. I don’t know why a “win some, 
lose some” attitude doesn’t apply to the 
measure of success the mini-series had. I, 
along with Tim Sale, DC editors 


Barbara Randall-Kesel, Elliot Mag- | 


gin, Katie Main and Dick Giordano 
tried to bring what had been a very 
unsuccessful title into the present-day 
market and unhappily it didn’t reach as 
wide an audience as I personally would 
have liked. However, we did outsell a 
number of DC books, including (at the 
time) several Superman _ titles, 
WONDER WOMAN and DR. FATE. 
What I was trying to make clear in 
COMICS INTERVIEW #123 is that 
when I bégan the project, ANIMAL 
MAN was selling quite well. Two years 
later, when the Challs mini-series was 
finally published, the market had moved 
away from more adult-themed (dark?) 
revivals. With the same 20/20 hindsight 
Mr. Ellis is now using, I would have 
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done it differently and I suspect DC 
would too. 

But the irony is that ANIMAL MAN, 
DOOM PATROL and SWAMP THING 
are all “guilty” of the same sort of 
approach I took (and Mr. Ellis dis- 
approves of), and they are still being 
published with a very loyal audience. I 
wonder how many of those core readers 
are part of Mr. Ellis’ Ground Zero. 

Revivals are a tricky thing at best. As 
Groucho once said, “You can please 
some of the people some of the time; and 
you can please some of the people some 
of the time; but you can’t please some of 
the people some of the time.” 

The mail and reviews were very posi- 
tive, so J took that to mean that those 
people who read the book enjoyed it. We 
now know that doesn’t include Mr. Ellis. 

Jeph Loeb 

Empath Films 

14527 Dickens St. 
Sherman Oaks, CA 91403 


AYN RAND LIVES! 
Dear Mr. Kraft, 

Allow me to introduce myself. My 
name is Bryan Durren, and I’m a 22- 
year-old aspiring comic-book artist, 
trying to break into the business. I would 
like to thank you (belatedly) for CI #113, 
for introducing me to a name I had never 


#113, I wanted to find out what the hype 
was about, so I picked up THE FOUN- 
TAINHEAD. I have since read ATLAS 
SHRUGGED, ANTHEM, THE RO- 
MANTIC MANIFESTO and NIGHT OF 
JANUARY 16TH. < 
The best part is there’s still a few more 
books left to read. These books have 
made a huge impact on me, so that means 
your magazine is the reason for it. 
Anyway, thanks. 
Bryan Durren 
1220 E. Lincoln, apt. 8 
Royal Oak, MI 48067 
And thank you for the note. I rather 
vy you the experience of reading 


“Rand’s books for the first time. I reread 


ATLAS SHRUGGED about every five 
years or so and always enjoy the 
experience. She wrote about real 
superheroes! 

- DAK 


NTERVIEW welcomes your 
th its and comments in the Last 
Word. Send your correspondence to: 
DAK, COMICS INTERVIEW, 234 
Fifth Ave, Suite 301, New York, NY 


10001, or fax your letter to (706) 
: 782-6625. Please include your name 
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Laate LAYS EGG! #' X-racron + mn.X 


#38 


Creator Steve Gerber & X-FACTOR writer & artist 

#38-$5.00 srocucer ctor nate | #39-$5.00 Coste a war sinongon 

‘on HOWARD THE DUCK movie—Larry Hama, | —X-MEN editor Ann Nocenti—MR. X creator 

part 2—BEANY & CECIL animation artist Willie | Dean Motter—ALPHA FLIGHT'S Dave Ross & 

Ito—writer J. Marc DeMatteis and more! WORDSMITH'S Dave Darrigo—DeMattels, part 
2 


#37-$5.00 G.l. JOE SPECIAL! 
UU writerieditor Larry Hema, 
TV writers Steve Gerber & Buzz Dixon on the 
comics, syndicated TV shows, and the JOE 
movie—Rubinstein, part 2’— G.1. JOE cover! 


#40- $5.00 FLAMING CARROT'S 
crazed creator, Bob 
part 1—Vortex publisher Bill Marks— 
Darrigo & Ross, part 2~MOONSHADOW's J 
Marc DeMatteis, part 3—CARROT cover! 


favorite 
comics be 
BANNED 


oy 


#43-$5.00 Sx tvigencin comis: 
-PI.UU censorship, discussed by 
Frank Miller, John Byme, Steve Biasette, Carol 
Kalish, Rick Obadiah, Marvel's original founding 
attorney—more! 


Comics greats Jerry 
#44-$5.00 sioge, vckKiry & Bod 
Kane party—TV stars & comics writers Bill 
‘Mumy & Miguel Ferrer—Stan Sakai on USAGI 
YOJIMBO—Harvey Comics’ Ken Selig—more! 


#44 -[GQUNTS| Ft (ar tasty Look at [COUNTS] Writereditor Steve 
=[AS FIVE] Elite Comics—tne King | #42 las rive| Riggenberg in a frank in- 
of comics calls ‘em as he sees ‘em: Jack Kirby | _torview with Frazetta, lbgendary comics artist and 
‘on Stan Lee & Marvel—Bob Burden on FLAM- | fantasy painter, including rare photos, at and in- 
—Kirby cover! side info—Frazetta cover! 


The world of THE 
WATCHMEN: — Alan 


Moebius at Marvel!— ‘ [COUNTS] Rare behind-the-svenes 
#45- $5 .00 DC's Richard Bruning #47- AS3_|J inte with Charlie 
& Bob Rozakis on DARK KNIGHT & WATCH- Brown & Snoopy creator Charles Schulz—TV Moore bids farewell to comics—WATCHMEN 
MEN, part 1—KATY KEENE's Bill Woggon & MacNelly—Woggon & Rausch, part aon animation artist Darrell! McNeil—PLAYGIRL's unknown background fiom role-playing writers 
Barb Rausch, part 1—lots more—Moeblus | & Rozakis, part 2—Art Adams cover! Lynn Williams—plenty more! Greenberg & Winninger—more!—WATCHMEN 
cover! cover by Gibbons! 
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#49-$5.00 Mees win wie 
terer & husband/wife team Lamar Waldron & Susan 
Barrows, artist Ted Boonthanakit — Marvel's Bob Hall 


#53-$5.00 faatsibaruaret 


THE'NAM — Bill Senkiewiez and others talk about 
REAL WAR STORIES and the rea/poltcs of war — 
original "NAM cover by Vansant! 


AIRBOY'S, Chuck Dl 
W57 (Rarne) Anorsem bao 


WINE THE POOH, CONAN & more — BATMAN 
101 derry Retinane. part two = our first interview: 
1 + et rar Wane the Marvel Bullpen! 


Send to: 
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#50 (SQURTS) Armyrotatyawecame 

AS TEN} book-length interview 
with Boorge Paruz! Candid photos — unprinted art 
— inside stories — from JLAVAVENGERS. to 
TITANS to WONDER WOMAN! Plus: great cover! 


#54-$5.00 wir wr send 


Blackthome publisher Stave Schanes, part one — 
June Foray, the voice of Bullwinkle's Rocky — TV 
critic Neal Gabler on Superman — more! 


#58-$5. 00 X-MEN ON TV! — Stan 
Loe, Larry Houston & Rick 
itobary tell the inside story — Jarry Robinson, final 
part — Britons MeManus & MeKanzie on JUDGE 
DREDD — hot Storm cover art by Will Meugnot! 


#51-$5.00 Te, insice ston, rom 
UU GRENDEL to the il-fated 
MAX HEADROOM comic — a special issue 
celebrating Camic’s fifth anniversary — original 
Pander Bras. GRENDEL/MAX HEADROOM cover! 


#55-$5, 0 ‘Seotight on SOUTHERN 
sUU KNIGHTS writer Henry 
Vogel & artist Wille Poppers — Marvel's publicity 
machine Satial & Rutt on secrets behind successes 
— Stave Schanes, part two — 


#59- $5.00. Yate & Wer on tne 

: controversial cat dan- 
cer, OMAHA ~-Marvel and DC master arist Gane 
CColan — Belgium Alain Baran on Herge & TINTIN — 
original OMAHA cover plus more! 


NY 10001 


Order any 3 for a — or any 5 for $15. 


#52-$5.00 Lone WOLF sPeciat: 

+ UU Frank miller interviews 
Kalla & Kojima, speaks out on censorship! Conversa 
tions with the First Comics crew, including publisher 
Rick Obadiah. Original Kojina cover! 


#56-$5. 00 Enter: EXCALIBUR! Chris 
UM" Claremont tells why he 
Gidn’t want to write WOLVERINE — vintage 
BATMAN artist Jerry Robiasoa, part one 
inside TSR and DUNGEONS & DRAGONS — more! 


—a look 


Py mies 
_ INTERVIEW 


#60- $5, QQ Wendy & rlctard Pia onthe 


fetum of ELFQUEST! — 

TV writer ot LASSIE, SUPERMAN, | SPY and 
more, Jackson Gils, tells tales — Italian comics 
scene “X"plored — plenty more to amaze & amuse! 


Fictioneer Books Ltd 234 Fifth Avenue Suite 301 
New York, 


#61-$5.00 Concrete sis saver 


origins of Frank Miler, more — Dark Horse 
publisher/editor on curse of BORIS THE BEAR 
— Chadwick portfolio & original CONCRETE cover! 


JALAN MOORE DAVE GIBBONS 
as #65 


MIEN © | 


AG 


i 
= 
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ne 
#65 


[COUNTS] plen-Moore and Dave 

AS 3} Ginboas in a mammoth 
look back at WATCHMEN, an exhaustive examina- 
tion intended to clarity false conclusions & elucidate 
upon various insights & interpretations. 


#69-$5.00 tte smacaescorsee 


— Mika Grail from WARLORD, GREEN ARROW & 
‘SABLE to JAMES, Re visit with Dargaud in 
— original Grelt Bond cover! 


Send to: 
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#62-$5 00 We take a look at 
UU WoLverine! Boss of the 
Bullpen John Buseama on drawing comics the Marvel 
— living legend Al Witlamson on life before 
fandom — Baseema WOLVERINE cover, more! 


Giffen & Heller on the 
psychology of Batman in a 
group & what makes the new JUSTICE LEAGUE 
tick — ex-editor Roy Thomas on Stan Lae & the early 
days of Marvel, part one — lots more! 


[COUNTS! Screenwriter Sam Hamm, 
#70 [ASeive] rat got tot out of he 
script — creator Bob Kane — Steve Englehart on 
Kiling Robin before the credits — vintage BATMAN, 
artist Dlek Sprang — lots of film photos & cover! 


[menses J 
Order any 3 for $10 — or any 5 for $15. 
RE EQereR CORFE) 


#63-$5 0 Aveekat HE punisteR 
»UU — and BADGER & 
NEXUS, plus DC's new BUTCHER, by writer Mile 
Baron — Marvels Cart Potts & Jim Lee on THE 
PUNISHER — Dark Horse's Chris Warner — more! 


#67- $5.00 Desai lt on defining 
UU The Batman through the 
decades, more, part one — CONAN in comics, Ray 
Thomas, part two — DUNGEONS & DRAGONS’ Roa 
Randall — Marvels super-heroine model, more! 


JOHN BYRNE 


#71-$5.00 Fron, X MEN to ALPHA 
. FLIGHT, from SUPERMAN 
to AVENGERS, from SHE-HULK to BATMAN and 
beyond — Joba Byrna has cut a wide swath through 
Comics. A big interview! Original Byrn cover! 


NY 10001 


£64, 


Lay COMICS 
INTERVIZW, 


#64-$5.00 seats on the sieve 

UU SURFER! Marvels Sua 
Lee onthe early days of Timely & surviving Wortham: 
— France's Meas on drawing comics the Marvel 
way — plus Haro Comics pubisher, more! 


#68-$5.00 fo, Paiman to Buns 

= UU Bunny, mike Gold, part 

two — Dark Horse's ALIENS team talks — 

unpublished Neal Adams pencils in Roy Thomas, final 
— original Mark A. Nelton ALIENS cover! 


#72-$5.00 Ayia, te ar 
+ UU PUNISHER team, who put 
‘ew life in the old boy — Grant, Zeck, Beaty & 
‘Zimeiman call the shots in a special issue — with a 
color Mika Zeck PUNISHER cover! 


Fictioneer Books Ltd 234 Fifth Avenue Suite 301 
New York, 
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Order any 3 for $10 — or any 5 for $15. 


SPIDEY: THE MOVIE! 


& Ges ies 
INTERVIEW 


473- $5.00 agli ne # 74-$5.00 Mary Wolfman on Batman #75 [COUNTS] Howard Chaykin on BLACK #76- $5.00 Bow ae ‘on PUNISHER 


— Matt Groening on LIFE AS FIVE] Kiss, FLAGG, more — screenplay — Mare Siivea- 
the set of the TV series — Bill Loobs on JONNY | IN HELL —Willam Stout, dean of the dinosaurs, pt. 


. Gerry Conway on PUNISHER — French and Belgian] trl on X-MEN — Bill Stout, pt. 3, Red Sonja to 
QUEST and more — comics from the French point | 1 — Stave Sibra on Batmania. Stout cover. Comics — Moebius on BLUEBERRY, Bill Sut, pt. 2, Disney. Silvestri cover, 
of view. Plal cover, from Conan to Gotzilla. Chaykin cover. 


iS BIG SPIDEY SPECIAL! i Comics’ bad boy Jat Ri From ALIENS VS. PRE- im A talk with TVs FLASH 
#85 $5.0 Movie scripter Ted Newsom #86 $5.00 answers his critios i #87 $5.00 aron to Tenminaron | #80 $5.00 Producer (and ROCKETEER 
— Todd McFarian's censored Spidey scene — Erk | SUPERMAN to SHE-HULK thru AVENGERS & | withwriters Mark Verbaien and John Arcadi— Wendy | movie scripter) Danny Bilson — BEETLE BAILEY's 
Laraan on Spidey & Punisher — Stan Lee — John NAMOR! Pius Martin Wagner of HEPCATS, John & Richard Pint on ELFQUEST Ill — ALIENS artist Jerry Dumas. — DC's Julius Schwartz on the Silver 
Proatca, pt. 1 — more! Original Larsen cover! Praais, pt. 2 & more! Kart Story — plus Randy S'raley on Dark Horse! 
STEVE (THE DUDE) 


#89 


fyall= = eenies, 
nertone) ==. INTERVIEW 


7. [COUNTS] BATMAN exec producers ty Steve ude on NEXUS, TURTLES: the Movie! = LEGENDS OF THE DARK 
#77- Pa Wichesl Usion & Ben Mel- #78 $5.01 Batman & Superman series. ‘L_AS 3 _} inside story with screen- #80: $5.00 KNIGHT artist Ed Hannigan 
nikec — Yonne Craig, Batgir’ — Jean-Claude | — rare and valuable unseen Batman art by Parez. | writers Bobby Herbeck and Todd Langen — actress | — Tom Sutin on SQUALOR — John Calado, from 
Mezlores on VALERIAN — Dean Motior & Mark ] Byrne, Kiryy, Zeck, Stescy Wrightson, Sienkewicz. | Judith Hoag — producers Tom Gray and Simon Fielés | TARZAN to BUZ SAWYER. Hannigan cover 
‘Aslewith on PRISONER, more! many more! Rude cover. — Licensor Mark Freedman, more! 


#89-$5.00 tetendriasnpoice | #90-$5.00 tinatire smen's | #91-$5.00 fomesscoau tn | #92-$5.00 Sigst Aer tom 


Power in a candid, full- Mackie is hot — Marvel 
Paul Deleo — SPIDER-MAN's John Romita Sr.— |] more speak out on Comics: For Love or Money? Will | length, issue-long interview with acclaimed artist/ | artist Rodney Rames on TOXIC AVENGER — comics 
Kyle Baker — iitcheack's storyboard artist Harold} Murray on THE DESTROYER — Rick Norwood on | publisher Neal Adams — art aplenty — plus an | in nearby Mexico sell by the millions, Remy Bastien, 
Michanlson! Neal Adams ROCKETEER cover! Classic, comic strips. Hot Fablan cover! all-new CYBERRAD cover by Adamat 


Pt. 1! Ghost Rider/Toxie cover by Rams 
be FUR'S CHESTER BROWN |] MARVELS INFINITY GAUNTLET 
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feuare Tedd Mefarta's hot new [COUNTS] Frank Miller on ROBOCOP a GRENDEL vs. BATMAN ‘Superstar artist Sam Kieth 

H81 | | Shotn aan woes | #82 [Seivel 2"ove me uses, | #83-$5.00 as told by Matt Wegner — 5.00 crowns ens 

na ane Ge Barry pt. 1 the golden age} HARD BOILED & ELEKTRA LIVES AGAIN — ‘Archie Comics' TEEN TURTLES — Dan Barry pt. 3: — Ken Mitebroney on SPACE ARK, TINY TOONS, 

+ — Sas mens of KISS rock group on co-creator Pala Lard on TURTLES movie & more} Frazat, Stn Lee, more — MeKerzie Queen’ Bari] TURTLES — Dan Barry pt. 4: Sha of an to Kirk 

Ce ete rere Mehetam SPIDEY covert — Dan Barry pt. 2: Mickey Splilane & more! Original ‘Mirsault! Matt Wagner cover! fo elit cc cea! more! Original 
Milles cover! 
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Secret origins of DC'snew hs George Perez on Marvel's SECRET OF THE OOZE light on Marvel's new 
ROBIN revealed by writer #94 $5.00 INFINITY GAUNTLET — 495- $5. 00: Scripter Todd Langan talks #96-$5.00 EFORCE ina loctyacd 
Charles Dixon and artist Tom Lyle — a chat with ] writer Pater David on adapting THE ROCKETEER | about the TURTLES II movie — writer/artist | confab with Fablan Wiclezs — SPIDEY & SAND- 
YUMMY FUR's Chester Brown — flemy Bastin pt. 2 | from movies back to comics — FLARE to SIMP- | Charles Wess on Spider-Man & more. pt. 1— from | MAN artist Charles Vess, pt. 2 — Gene Colan on 
— plus an original Lyle Batman/new Robin coveri | SONS: Tim Burgard — Bastien, pt. 3! Paraz cover! EC to early Marvel with Gene Colan, more! comics art, pt. 2! Lied X-FORCE cover 
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ROCKETEER MOVIE! An NEW MEN! Chet Clare LOBO ON TV! Screen: BIG 100TH ISSU 
#97-$5.00 se and envanna ines | #98-G5.00 ino. sim un. wica ro | #99- $5 ( 0 ster speak — ps Ain S 3 | Most PowertlinCamies 
View with Br Siew on Rocketeer comics and | taelo and Seat Wiliams rake comics history for ] Gra. Simon Bale & Kath ifn on LOBO — J —100 Quiz Questions—Index 1st 100 Issues! Also, 
Girl art — Plus Gene Cola, pt. 3. Movie | Marvel! Gone Colan, pt. 4— Wolverine. Plus Jim Lee } Loeb & Tim Sale on DC's new CHALLENGERS OF | Enki Bilel, Alex Kotzky. Don Heck, Will Elsner! Unpub- 
storytelling and Comics Early Days! X-Men cover! THE UNKNOWN — Plus LOBO cover by Bislay! lished Art by Byme, Perez, Miller, McFarlane, more! 


#101-$5.00 sary, ano, #102-$5.00 sini cen so | #103~ se OO ime tom wnacre | #104- $5.( 0 aaa 


artist Simon Bisley — plus Pater David on WOLVER- | state of the comics industry — Australian AIR ] MAN thru BOOKS OF MAGIC to BATMAN —Early |] over fiasco, tells all — from m WOLVERINE 0 movie 


INE — Val Semeiks on LOBO & DEMON — Murphy HAWK artist, John Dixon, pt. 1 — SWAMP THING Marvel Ager ‘Ayers — early DC/Marvel artist storyboarding with top artist Ted Boonthanskit — 
Anderson, ore! Original Baty cover! scripter Maney Colin speaks! Jim Lee X-MEN cover! | Jim Mooeay — John Dixen, pt. 2! Hot Fabian cover! | more! Hot orginal Tad B. WOLVERINE cover! 


‘SRULL & BONES 
H105-$5.00 cine raw omen ve | #106-$5.00 writer sa trast ~ | #107-$5.00 tcovctsic conve at | #108-$5.00 ster spuqien 


Ai Mee FACTOR = HISTORY OF MARVEL | DARKMAN movie scripter Chuck Ptarraron adapting | the aardvark, in an open & exclusive interview with } MAUS — Australian writer David De Vries & artist 
feaneer nn Deniata = arvewers to the C1 100 Que — THE THING to comics — E4 Hannigan on SKULL & | Stave Bissata talks forthe frst time about CEREBUS |} Glenn Lumsden on comics down under — LEGION 
foun! Ongena! Brwmme ICFACTOR cover! BONES — lots more! Original Hannigan S&B cover! | — more! Original Sim/Gertard CEREBUS cover! legend Harry Broartjes.on early comics fandom! 
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Fictioneer Books Ltd 234 Fifth Avenue Suite 301 


Send to: 


[ BACK ISSUES 
3 for $10 — or an 5 for $15. 


RoboCop : Terminators 


Comics 
INTERVIEW 


#110-$5.00 sane se #111-$5.00 reruns wir way #12 $5. 00 —— 

DEEP SPACE 9 — Walter Kennig tk CAPEEAR AL, ot) its X-MEN show — SOUTHERN Pied 
TREK TNG septs Wa tales — ROI 

etc. 2 2 Nor foal/tain THEK oot ‘Simansan — lots of art! New Simansen covert 


ind 
Stoney 


#115-$5.00 crtitec exit non, 
part 1 — cary years of comics and Toppa trading 
cards — new Topps comics company — Mike 
Friedrioh, comics agent, part 1. Mike Mignolacover. 


#118-$5. OO seice a on 


Heaney — 05s Ciroe Lofton 
Dea creDA TREX Vrual Reams csrare cont 


‘soon! Mark Weid on writing comics. More! 


New York. NY 10001 


L O ok Wh at’s New In i % (Don't Miss Our Exclusive Proviétis Comics: Sn Ciy © The Good Guys * Blackball cae 
COMICS INTERVIEW 3 | 4 
eo _—-_4_h 4 _!#_h—_4__4_|_h_'__H__t_i__@_i_B_sA_& 


..-A UNIQUE INSIDE-THE-INDUSTRY FORUM WHERE THE % “COMICS, GAMES, TRADING CAR 
PROS SPEAK FOR THEMSELVES! R (2 y 
A high-quality monthly magazine that 


interviews today’s top talents, yesterday’s legendary greats, 
and all the other people involved in every aspect of comics! 


$2.00 US 2. FO 


$2.50CAN 


SUPERMAN SPECIAL, 


tik 


THE NON- 
PRICE GUIDE 
ZINE! 


NEVER ORDER ANOTHER 
BACK ISSUE — EVER AGAIN! 


@ Never miss an important issue! 
@ Never pay cover price or more! 
@ Never have another gap in your collection! 


GET EVERY ISSUE > 
AT 25% OFF COVER PRICE! QAM, cm coated advance information on 
SUBSCRIBE TO INTERVIEW! . test coming comics and collectibles to... 


Can't count on your retailer to stock enough copies of every rr, ee be | 
COMICS INTERVIEW? 1 © PLEASE START MY SUBSCRIPTION WITH I 
Tired of missing important issues? H COMICS INTERVIEW #. m aes \ 
i 4 — 12s —USA ($51 ne ). 
Still don't have a full-service comics shop in your area? 1 ss at hs ae ne ee H 
Lot's face it, you really can't afford to miss an issue of COMICS T NAME 1 
INTERVIEW. Some of our back issues are currently selling for as 1 + 1 
much as $20.00 or moret Best of all, as a subscriber, you need not 1 ADDRESS 1 
worry about missing hot issues because they're already sold outat i ea r 1 
the retailer by the time you get there. I city STATE ZIP 1 
As @ subscriber, there are other benefits, too. a ee all 
You pay only $3.00 or so per issue postpaid, whereas the cover ORDER FROM 


prise ranges trom $3.95 to $4.95 or more for special issues. When FICTIONEER BOOKS, LTD. 
fhe hot maven hit th hi hem hit il box at th i 
finn ne fond the hotest comics nows, in the hotest Interviews «234 FIFTH AVE. @ SUITE 301 
erated, ety in COMICS INTERVIEW! NEW YORK, NY 10001 


U.8. Funds or international Postal Money Order only, please. 


IT pth er LONG TIME AGO 
. ‘AR, FARCAWAY... 


ye | Ng ak: 
ijT’S HAPPENING.A AGAIN RIGHT NOW 
IN A COMIC SHOP REAL CLOSE TO You! 


COLLECTING THE STAR WARS STRIPS THAT THRILLED 
READERS WHEN THE MOVIE HIT THE SCREEN! 


AND COMING IN APRIL! 
THE NEW MONTHLY SERIES! 


Star Wars® is TM and © 1994 Lucasfilm, Lid. All rights reserved. Used under authorizavon. Text and illustrations for Star Ware®: Tales of the Jedi are © 1994 Lucasfilm, Lid. Dark Horse Comics® 
and the Dark Horse logo are registered trademarks of Dark Horse Comics, Inc. The World's Greatest Comics '” & © 1994 Dark Horse Comics, inc, All rights reserved 


THE WORLD’S GREATEST COMICS! 


